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JUMP BEFORE | TAKE OFF. 
THE HELP | NEED.” 


After some hard-core training, he’s ready to 
warp through time and take on all-new worlds. 
Ride down Route 66 on a bike. Dogfight in a 
biplane. Swim through Atlantis. Or run through 
the Jurassic era. You up for it? Grashis. He’s 
got an all-new, supercharged body-siam, a 
double jump, a death tornado spin and a 
bazooka. You can even play as Crash’s kid sis- 
ter, Coco. CRASH BANDICOOT: WARPED" is 
here. And it’s his most insane adventure ever. 


OH YEAH...HE’S READY. 
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Y THE VOCAL 


ACTIVISION. 


Move without sound. Merge with air. Strike with 
precision and stealth. You are a ninja in sixteenth 
century Japan and your first mission is to 
assassinate the evil merchant Echigo-ya. 


In each of the ten missions assigned, your opponent 
has numbers, but you have something he doesnt: 
skill, cunning and a closet-full of over twenty 
different fatal weapons and spells. 


So, if you're good, the first time anyone sees you, 
will be the last. And your enemy will learn that 
silence isn’t actually golden, but rather, blood red. 
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Great Games Are Getting Harder To Spot Easily 


Contributi ng Editors — 


nce I finally settled into my new seat here at OPM, I decided it was time to Che SE ee re ese 
visit and cover all of those worldly trade shows that I had been missing out 
on. The first on the list was ECTS, the European equivalent to E3. While it Mi ive ahah I 
doesn't cover nearly as much ground as E3 square-footage wise, Companies Stuart Levy, CEO ® Bree see 
do manage to pack almost as many games in their compact booths—though . Matthew Galgani, Producer 
; Kiyomi Fukuyama, Editorial METarle(-ta 
very few of them consist of titles we haven't seen before (most of them choose E3 for Yutaka Ohbuchi, Japanese Correspondent 
that sort of thing). Copy Editors __ 
The primary goal I set in my wanderings of ECTS was to find the “Next Big PlayStation Jo-El a i a. Whitesides 
Game,” since the long wait for Metal Gear Solid was coming to an end. After all, European Pro “+ tag blo ranged 
developers account for a Production Manager 


surprisingly large amount Paul Ojeda 

of the games you play in Prepress Manager 
Dave McCracken 

the United States (take for 


Production Assistant 


example the Tomb Raider [RM MM@li[ar- Mm OMY dE NATE T ile) MVE Fda Ce UT Chris Melody 
series, developed by Core BWA mel ica ancactiiuiiae Witte itech tet Advertising Coordinator 
Design), and there are magazine and is published by ZD Inc. through Mike Darling ' 

. tons of them scattered an exclusive arrangement. As such, OPM remains Corporate Counse 

D about ECTS. But, unfortu- independent from SCEA, and is a critical, autonomous Business Director 

i nately, there were no voice that helps readers get more out of their Cathy Bendoff 

2 huge surprises at the PlayStation system by delivering the most current, Circulation Director 

D show, and to Crystal comprehensive and candid coverage of Joan McInerney 

e) 

= 


Dynamics’ credit (now owned PlayStation software and hardware. Associate aahrea yy Director 


by Eidos), the only game I had Newsstand Sales Manager 
in mind when I entered ECTS (Legacy of Kain: Soul Reaver) was still the front-runner when —— Don ae 
I boarded the plane back home. Oh, and by the way, Quake II ain’t a bad second either Circulation Coordinator 


ice ‘ Ann-Marie Mrozynski 
exclusive reviewed elsewhere in this issue). ay 4 
( Mi Subscription Service Number: 


: But I don't think this is because of lackluster titles, so much as it is that the playing field (303)665-8930 U.S. Onl 
is becoming more level—at least graphically. As the PlayStation enters the peak of its life- http://subscribe.playstationmagazine.com/service 
cycle, most developers (even the less-capable ones) are grasping most of the tricks needed ADVERTISING INQUIRIES: 
to squeeze every drop of power out of the hardware. This makes it more difficult for one TS Mane, ace, Came Foot 
developer to easily one-up another by a large margin. The latest trick game developers wen hone: (#19) 357-5200 
learned was the joy of using tons of fancy-pants lighting effects (do you notice how many Fax: (41 ) 357-5288 
games use them now?), and now developers are predicting that you'll see a lot more high- Pie bahar ei oace & Ma veting 
resolution PlayStation games soon (Tomb Raider III is one of the first). Now, obviously, Telephone (415) 357-5200 
outstanding games are always those with excellent gameplay, but somehow they general- Lind pp jccqunt Executive 
‘ it ‘ e @ 
ly manage to look really kick-ass as well. Now that a majority of developers are amazingly is Telephone (ai 38 7°8bes com 
familiar with this great piece of hardware, brilliant games are going to be a little harder to Regional Sales Manager, Northwest 
spot (especially early on) simply because the horribly bad ones will look really good too. Woechere Te oy ack oh 
So what does all of this mean? Well, it will make it more challenging for the gaming District Sales Manager, Southwest 
' : aren Landon e ezd. 
press to find the best games early on, but in the end you'll be fine as long as you keep an Plenhone (49 3298355 com 
eye on our reviews and even better—play our demos. : : Altes 
Kraig Kujawa District Ad Sales Manager, 
Editor in Chief Midwest & East Coast 
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Vale 


A MIGHTY MARTIAN ARMADA SEEKS TOTAL DOMINATION OF EARTH! 
JOIN A BRAVE GROUP OF LONE HUMAN DEFENDERS AGAINST THE RISING 
MARTIAN OFFENSIVE! TURN BACK THE RED TIDE OF A MONSTROUS 
INVASION FROM BEYOND 
THIS IS EARTH'S GREATEST HOUR. EARTH'S LAST STAND! 


Available at your local retail store. 
Order direct at store.gtinteractive.com or call 1-800-610-GTIS 
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Through the brutal use of brainwashing, the blue skinned Timenoids had 


for centuries ruthlessly dominated their inferior human counterparts. 


These immortal creatures were ingenious in their plans to create a new 


world disorder, cunningly crafting armies of unwary human drones to 
infiltrate and wage war against the one race that possessed the power 
to end their reign of terror — the human. Their plan backfired, though, 


when a young woman named Millennia, brainwashed but not brain-dead, 


arrived on the scene. This is her story. This is your challenge. 
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Deception 


Kagero Deception II™ © Tecmo Inc. Licensed by Sony Computer Entertainment America for use with the PlayStation game console. PlayStation and the PlayStation 
logos are registered trademarks of Sony Computer Entertainment Inc. Dual Shock is a trademark of Sony computer Entertainment Inc. 
The ratings icon is a trademark of the Interactive Digital Software Association. 
TECMO 19260 S. Van Ness Ave., Torrance, CA 90501 
Phone (310) 787-2900 Fax (310) 787-3131 visit Tecmo at www.tecmo.com 
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SPACE! 


One hot sheep! 


- Embittered sheep stages <& 
anti-Spyro protests. PlayStation 
A NE (Story on page 3.) 
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Lara Exposed! 


WE) Tomb Raider Ill is right 
Py around the corner, and 
| OPMis there (of course) 
to reveal the sizzling 
details regarding Lara’‘s 
new adventures. 


| WARPED Speed 


Find out what makes 
| Crash Bandicoot: 
( WARPED a whole new 
| Crash when OPM stops 

in for a visit at Naughty 


Dog's naughty studios. 
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look at the game that's 
set to shake your 
PlayStation to bits. Read 
why even the gurus at id 
were amazed! 


| your ass handed to 

} you in NFL Blitz? Use 
| this strategy guide to 
dominate even the 

| most skilled player. 


MGS Strategy 


Urestpr wwe 1 . 
a Does everything seem 


Jt cue light green to you in 
seme) Alaska? With our complete 
" walk-through you'll find all 
| the secrets and see light 
| at the end of the tunnel. 
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Will putting a Dual Shock controller 
between your legs make you infer- 
tile? We answer that burning ques- 
tion and show off more reader art- 
work in this month’s Letters section. 
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The PlayStation’s price drops 2 
once again, game controllers 
get “Retro” and Resident 
Evil goes Hollywood. 
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Coverage of the ECTS, 
including news of Crystal D’s 
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video games channel abroad. 


Top 20 


There’s been a lot of 
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as the battle for the pre- 
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Previews 


We take a look at hot sequels such 
as Twisted Metal 3 and Rally Cross 
2, in addition to new games such as 
Knockout Kings, Bust A Groove, NHL 
FaceOff 99 and A Bug's Life. 


Reviews 


Metal Gear Solid finally gets 
reviewed, along with other big- 
name games such as Xenogears, 
NASCAR 99, Colony Wars: 


Vengeance and Rogue Trip! 


Tricks 


Bust out some new teams and 
stadiums in Madden NFL 99 with 

ER o)-Yeil-] movele (Wm ole 1am -pel-lalel-Je) 
collection of backlogged tricks make 
up our Trick Archive this month. 
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Demo Disc 


Some of the best PlayStation games 
are on this month's demo disc. 
G Darius, Dragon Seeds, WarGames: 
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we want. 
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Letters 


A glimpse into the demented minds of our readers 


ear OPM, 
I’ve been 
hearing a 
lot about third- 
party controllers 
and memory cards 
that cause damage 
to the PlayStation. 
Does Sony make 
any memory cards 
with more than |5 
blocks of memory? 
Or is there a third- 
party card Sony 
endorses that 
won’t cause damage 
to my PlayStation? 
Joseph M. 
Los Angeles, CA 


When shopping 
for peripherals, all 
you need to do is 
look for the Play- 
Station logo on the 
box packaging. It’s 
illegal for a product 
to display this logo 
unless it has been 
licensed by SCEA, 
who submit the 
product to a series 
of stringent tests 
to determine that 
it will not harm 
your PlayStation. 


Sterilized by 
PlayStation? 


Dear O/M 

I was wondering if game 
consoles or controllers emit any 
harmful forms of electromagnetic 
or other cancer-causing radiation. 
In other words, when I'm ready to 
start a family in another decade or 
so, am I going to find out that years 
of gaming with a controller near my 
lap have rendered me sterile, or 
worse? Just thought it might be 
good to know before I dive into 
Metal Gear Solid, Duke: Time to 
Kill or Spyro. 
Mark W. Buckingham 
markbuce@juno.com 


We took your question to the 
authorities at the American 
Cancer Institute, and although 
they didn’t have any information 
specifically relating to the Play- 
Station, they did inform us that 
studies have been done concern- 
ing the effects of exposure to 
electromagnetic fields (or EMFs). 
Most electronic devices—from 
microwaves to stereo speakers— 
emit some sort of EMF, they said. 
However, they assured us that 
the studies have indicated no 
consistent correlation between 
exposure to EMFs and cancer. 
For further information, they 
referred us to a separately man- 
aged EMF information hotline, 
who in turn referred us to the 
Food and Drug Administration’s 
Center for Devices and Radio- 
logical Health ... who apparently 
decided our call was a joke and 
never called back. In any event, 
not to worry; electrical devices 
are tested for emission of known 
forms of harmful radiation, and 


_ the general EMF studies, as pre- 


viously mentioned, were promis- 
ing. But hey, you can always buy 
lead-lined boxers, just to be safe. 
What are you doing with a Dual 
Shock in your lap, anyway? 


Back From the Dead? 


Dear OPM, 

I am sending this message to ask 
for your help. As you know, Cap- 
com did not release the first version 
they created of Resident Evil 2, but 
started over on a new version. 
There are a number of us trying to 
collect enough names and e-mails 
to send to Capcom, so that they 
realize that releasing “Resident Evil 
1.5” would be good for both us and 
them. We would be very, very 
grateful if you could help us get RE 
1.5 released. This isn’t just a one- 
person quest; there are many of us 
working together at alt.games.resi- 
dent-evil. We hope as many of your 
team as possible will give us their 
names to send to Capcom, as we 
feel your names and standing in the 
video game community will really 
help us get the game released. If 
you (or your readers) are interested, 
please e-mail me at the address 
listed below. 


Jolan Martinez 
Jolanejolan.demon.co.uk 


Well, Jolan, as you no doubt 
realize, the first attempt at RE2 
was only about 70 percent com- 
plete when it was, uh, killed. This 
means that finishing up the game 
for commercial release would 
require a substantial work invest- 
ment on Capcom’s part, for what 
they have admitted is a product 
inferior to the final RE2. While 
this is conceivable, especially con- 
sidering Capcom's penchant for 
wringing every last drop from a 
popular franchise, it’s pretty 
unlikely. Perhaps you should 
direct your energies toward con- 
vincing them to put together a 
demo version? (Hint, hint ...) 


Once More, with Feeling 


Dear OPM 

As the mother of a teen who 
plays video games all the time and 
has never been in trouble, I would 
like to speak my opinion. If my son 
were to go crazy and hurt or kill 
someone it would be his fault, and 
maybe mine—not the games’. If I 
missed something wrong like that, 
how could I blame the games 
because J wasn’t paying attention? 
Wake up, people, and take some 
responsibility for you and your 
children’s actions. 
NeilYfaneaol.com 


Yes, yes, we know we all but 
exhausted this topic a few issues 
back. But we couldn’t resist 
putting this letter in for good 
measure, considering that in the 
debate over video game violence, 
it’s rarely the parents who claim 
responsibility for their children’s 
actions, as this parent has. Never 
let it be said that we didn’t pre- 
sent all sides of the issue. Now, 
let's move on, shall we? 


Screwed in the U.S. 


Dear OPM, 

I think it really sucks that U.S. 
PlayStation gamers are going to 
miss out on the Metal Gear Solid 
Premium Pack. Many U.S. gamers 
may not even know that it’s com- 
mon for games in Japan to come 
with all sorts of extras like full-color 
art books, music CDs and other cool 
bonuses. Maybe game companies 
don’t bring these extras here be- 
Cause we just haven't come to 
expect them. We should let the 
companies know that we take our 
games every bit as seriously as 
gamers in Japan. The “localization” 
process shouldn't require down- 
grading a product for the States. 
Eric Hinrichsen 
via the internet 


Check out this month’s g.e.a.r. 
section for a glimpse of the MGS 
Platinum Pack. Publishers, we 
want the good stuff, too! 


How do you like the mag? What about the design? Are we leaving anything out? 


Let us know! 


., To get special attention as far as design and content issues go, label your letters or e-mails 
with the heading: PlayStation Magazine suggestions c/o the Official U.S. PlayStation 
Magazine at the addresses on the next Letters page. 
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“Devil Dice is a puzzle 
game that eclipses even Tetris.” 
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Letters 


A glimpse into the demented minds of our readers 


id you buy a 
copy of our 
magazine 
that did not 
contain a demo 
CD? Simply send 
the receipt in an 
envelope marked 
“OPM Replacement 
Disc” to the address 
below with the 
name and address 
of the store plus 
your phone number 
and address and 
we'll send you the 
disc. Make sure you 
specify which month 
the corresponding 
disc belongs to in 
order to ensure you 
get the right one. 
Also, if you have 
a malfunctioning or 
non-working demo 
disc, call SCEA at 
|-800-345-SONY. 
They will provide 
instructions to 
obtain repair 
or replacement 
services. For more 
information see 
this month’s Demo 
Disc section. 


“Hello, Cleveland!” 


Dear OPM, 

Look, I've never written to any 
magazine before, but after reading 
your September 1998 issue I feel 
the need to compliment you. In 
your Parasite Eve review there is a 
definite This is Spinal Tap reference 
concerning spontaneous combus- 
tion. God bless you for this!! Being 
27 years old, I often feel guilty for 
still playing video games, but this 
reference provides me with a great 
deal of redemption. Either you guys 
are at least as old as me, or you're 
very advanced/screwed-up for your 
ages. Either way, thank you! 

Chris Ritko 
critkoeyahoo.com 


Well, some of us are as old as 
you (and man, you're old/), and 
some of us are just exceptionally 
demented. But who couldn't love 
such a perfect marriage of The 
Simpsons, The Princess Bride, 
and Laverne and Shirley? [That's 
Harry Shearer, Christopher Guest 
and Michael McKeon, if you're 
wondering. —Ed.] It's just so 
carefully balanced on that fine 
line between stupid and clever ... 


“Force Feedback 


Dear OPM 

I'd like to know if LucasArts is 
planning on coming out with a new 
Star Wars game anytime soon for 
the PlayStation. It seems that they 


Look out, here comes more ... Reader Art! 


We are now accepting entries for a Reader Art of the Month contest! All future submissions will be considered! 


Tune in to the coming issues for further details. 


Charlie Galbreath, Jf, 
CEGOO7eiamerica.net 


Michelle A. Fletcher, 
Ketchikan, AK 


have stuck with Nintendo and given 
up on us PlayStation owners! 

Matt Curtis 

Sycamore, IL 


Don’t despair, LucasArts has 
confirmed that they are working 
on a slew of new games to sup- 
port the upcoming prequels. Also 
confirmed, incidentally, is a new 
Indiana Jones title. Could a new 
Indy film be in the works? 


Do You HAVE ANY QUESTIONS ABOUT 


YOUR SUBSCRIPTION TO OPM? Point 
YOUR BROWSER TO http://subscribe. 
playstationmagazine.com/service 

AND FILL OUT THE APPROPRIATE FORM. 
WITH A CREDIT CARD, YOU CAN EVEN 
START A NEW SUBSCRIPTION! 


e-mail: 


snail mail: 


PlayStation Magazine 
1920 Highland Ave. 
Lombard, IL 60148 


Bways to 
Breach us 


If you need to 
reach us now 
630 916 7227 


opmezd.com 
and check us out on 
www.videogames.com 
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FraTurtnc FEI/ATLANTIC RECORDING ARtist POE as Pracue. 
Loox ror POE’s new CD ReLease THIS WINTER. 


IT’S RAW ACTION 
TAKE FULL, CONTROL OF ONE 
OF THE GREATEST ACTION 
STARS OF OUR TIME, FULLY 
MOTIGN-GAPTURED AND 
CYBER-SCANNED FOR THE 
MOST INTENSE HARD-COBE 
ACTION EVER. 


DESTROY IT ALL 
EXPLORE MULTI-LEVEL 
WAR FACTORIES, PRISONS, 
SEWERS AND MORE. 
LEVEL EVERYTHING TO 
THE GROUND IN 360° 
BATTLE-ANYWHERE 
ENVIRONMENTS THAT 
EGHO WITH EXPLOSIVE 
SOUND EFFECTS. 


LOCK AND LOAD 

BRAVE THE DISMAL 

FUTURE AGAINST UP TO 
EIGHT ENEMIES ON-SCREEN 
AT A TIME. GOOD THING 
YOU CAN DON MULTIPLE 
WEAPONS AT ONCE LIKE 
FLAME-THROWERS, 
SEMI-AUTOMATICS AND 
HOMING MISSILES. 


‘ 


AN ORIGINAL PLAYSTATION” GAME 
STARRING Bruce WILLIS. 


THE Enp Becins Tuts NOVEMBER. 


WWW.ACTIVISION.COM 
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OT ENOUGH EMOTION 
IN PRO FOOTBALL? MAYBE 


THATS BECAUSE THE PLAYERS 
SPENT IT ALL DURING COLLEGE. 


There’s nothing in the world of 
sports quite like college football. 
Valen ualciacusmaleleaiiarcmlemeaiom’ielale 
of sports video games quite like 
NCAA GameBreaker 99. This year, 
GameBreaker returns with a host 
of features its competition can't 
touch. Compete for the Heisman 
Nige)olahyamelelice mele) mei amen aar-ii8, 
with the blue-chip recruiting mode, 
and listen to the legendary Keith 
Jackson call the action. NCAA 
GameBreaker 99 from 989 Sports. 


It’s college football at its best. 
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News 


A monthly wrap-up of all the information for your favorite system 


Sony Slashes Prices 


etting into PlayStation gaming is cheaper than ever! SCEA has announced a $20 price drop 
on the Dual Shock PlayStation, bringing the system price to an MSRP of $129.95. Earlier 
this summer, Sony gave retailers the option to lower the price of the standard configura- 
tion of PS hardware to that price, which effectively made that 
configuration sell through, tripling the sales of the hardware, 
according to Andrew House, SCEA’s V.P. of marketing. 
According to House, the PlayStation market has shifted from 
a predominantly older audience to bringing much younger 
players into the fold. Data 
collected by Sony shows that 35 
percent of PlayStation owners 
are in the 13-17 age group, 30 
percent more are 12 and under. 
The PlayStation is also quickly 
overshadowing the N64, with 
only 15 percent of PlayStation 
owners having another console 
in the home. Previous surveys had 20-25 percent of PS owners 
also having an N64. Considering Sony has entered the fourth 
year of the system’s life in the States (and more than that in 
Japan), its current increasing sales numbers are impressive. AD 
In addition to announcing a lower price on the Dual Shock Greatest Hits newest additions 
system, more games are becoming Greatest Hits and select include Crash Bandicoot 2, Twisted 
peripherals are now cheaper. Additions to its Greatest Hits line Metal 2 and Cool Boarders 2. 
include Cool Boarders 2, Crash Bandicoot 2: Cortex 
Strikes Back, ESPN eXtreme, Jet Moto 2 and Twisted Metal 2, priced at an MSRP of $24.99 
(although they can be found as low as $19.99). PlayStation memory cards will now be 
priced at $14.99 in a bunch of new colors—black, clear, 
gray, emerald and blue. The standard digital controller will 
retail for $14.99 as well, with the Multi-Tap Unit lowered to 
$29.99 and the RFU Adapter dropped to $14.99. 
According to Sony, PlayStation hardware sales have 
exceeded 11.5 million units, with software sales over 85 
million units. Sony adds that PlayStation enjoys a 56.5 
percent share in the current video game hardware market, 
and 64.2 percent in software. 
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Retro Control Comes to PS 


yko plans to release a trackball controller for the 

PlayStation, which it unveiled at the Classic Video Game & 

Computer Show held this past August in Las Vegas. The 
Classic TrackBall is an oversized, high-density controller that recalls 
a time of classic arcade/home controllers. It's designed to work 
with all PlayStation Mouse-compati- 
ble titles and offers a turbo-fire 
feature as well. 

This is the first time an 
official accessory has been 
designed specifically for 
use with retro titles. 
Nyko says that this 

controller is actually 
made from the original 
molds of the first Atari TrackBall 
accessory. Titles supporting the TrackBall control 
include Broken Sword, Command & Conquer, C&C: Red Alert, C&C: 
Retaliation, Centipede, Monopoly, Atari’s Greatest Hits, DiscWorld II, 


Elemental Gearbolt and Clock Tower II. 


The results are in 


Who's the best mascot for the PlayStation? 
Spyro the Dragon 


Official U.S. LEW PS EAL Magazine 


Source: videogames.com PlayStation poll results for Wed, Sept. 2, 1998. 
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News 


A monthly wrap-up of all the information for your favorite system 
~ For up-to-the-minute gaming news, check out videogames.com 


Zombie Master 
Directs RE Movie 


Resident Evil: The Movie promises to be an all-out gore fest 


Living Dead and The Dark Half among others, will write and direct the big-screen 
version of the popular survival horror game. Production is at a very early stage—a 
location, stars and a time frame for the film’s release have not been 
determined yet. 

We spoke with Romero, who told us that Capcom is hoping to 
have the movie ready in time for the release of the third game. 

He says that it will be a true horror film targeted at an older audi- 
ence, those who are fans of the game. “I’m hoping that it can just 
be dark and chilling like the game—good zombies, good makeup, 
good effects. I've had the advantage, doing my zombie films, of not 
having to have them rated. I think for the U.S. release it's going to 
have to fall within an ‘R’ because it’s going to be an expensive film, 
and nobody's going to take the chance of letting it go unrated.” 

( ' @ Video games have taken a beating recently over violence issues, Wace easel Maarane Rea Aha diesidoni EAL e 
Zombie and horror movie but it does not saieren Romero. Gore in color aii wel uaaTale commercial, which Romero also directed. 
director George Romero. booky to me, [especially] in a video game where it’s just graphics 
and not real images of real actors,” he says. “I don’t think it has any sort of a tempting quality. Doesn’t make you 
want more blood ... some people just don’t like it, like some people don’t like roller coasters.” The 
plot will be based on the first Resident Evil game. 

Romero says that the Japanese designers are intent 
on seeing the human characters kill the zombies with 
no remorse, but for dramatic purposes, that may 
change. Also, the rules of zombiedom created by 
Romero (one shot in the head and they're dead, etc.) 
are a little different in the game, but that it will proba- 
bly follow some of the same rules in the movie. 

So far it sounds like the Resident Evil franchise is in 


good hands. 


Ri: Evil: The Movie just got better. George Romero, director of Night of the 
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Do you think the PlayStation 2 should be able to play 


PlayStation 1 games if it makes the machine $50 more 
expensive than it would be without? 


Source: videogames.com main poll results for Fri, Aug 14, 1998. 


Which of the following Square games 
are you most looking forward to 


coming out this year? 
35 2 


Which of these recent PlayStation : Which of the following games are you 
football titles is your favorite? most looking forward to? 


35 


30 30 


T™% 


Official U.S. EWaye-liteyy) M igazine 


25 29 


20 20 


Nukem: Time to Kill 


omb Raider Ill 29% j 


Bushido Blade 2 [1% 


‘Xenogears . 
Parasite Eve 


Twisted Metal 3 


18) = 


Source: videogames.com main poll results for Thurs, Aug. 6, 1998. videogames.com psx poll results for Thurs, Aug 6, 1998 


Source: videogames.com main poll results for Mon, Aug. 31, 1998. 
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Good for $10 off Sears Funtronics Dept. regular purchase price. Valid 08/01/98 - 12/31/98 only. Offer not good on layaway balances, gift certificates or credit card payments. Not 
redeemable for cash. Not valid with any other coupons or offers. Limit one coupon per transaction, one per customer. Void where prohibited by law. Cash value 1/20¢. © 1998 
Sears, Roebuck and Co. Satisfaction guaranteed or your money back. MediEvil is a trademark of Sony Computer Entertainment America Inc. ©1998 Sony Computer 
Entertainment Europe. Sony Computer Entertainment logo is a registered trademark of Sony Corporation. PlayStation and the PlayStation logos are registered trademarks of Sony 

Computer Entertainment Inc. 
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Metal Gear... Liquid? 


In Japan, there is a custom of sending small gifts to acquaintances or business con- 
tacts at both the middle and end of the year. Game makers aren't excluded by this 
custom. Most companies send some sort of gift to their close business acquain- 
tances. This year, Konami had an original idea—send a bottle of Metal Gear Solid 
wine to its biz contacts. The bottle’s label features now-famous Metal Gear artwork, 
illustrated by Yoji Shinkawa. Now the dilemma is whether to drink it or to save it as 
a collector's item. Konami has done a similar thing previously, with wine bottles fea- 
turing the girls from its hit Tokimeki Memorial, which never appeared in the States. 
Companies in the States sometimes give out these kinds of gifts, usually around the 
winter holidays, but never something like a wine bottle with game art on it. 


Ne@wWS-international 


A monthly wrap-up of news happening abroad 


For up-to-the-minute gaming news, check out videogames.com 


ECTS News 


, ¢ Gex Climbs into Bed With Lara 
Crystal Dynamics confirmed at ECTS that it has been purchased by 


Eidos, home of Tomb Raider and video game babe Lara Croft. The com- 


¢ Video Games All Day, Every Day 

Game One, Europe's (and the world’s) first video game 
channel went live via satellite the second day of ECTS. The 
channel offers 24 hours of six different programs featuring 
news, reviews, features and “inside perspectives” on video games. Estimated 
potential viewers by the end of '98 total more than 3 million. Producers praise 
the new channel as a pioneer, much like MTV was in the early '80s. Game 
One hopes to roll out in the States sometime in the future. In the meantime, if 
you're looking for video games on TV, check out GameSpot TV on ZDTV, avail- 
able on DirecTV and cable/satellite services nationwide, Saturdays at 9:30 EST. 


pany will now serve as a studio under Eidos’ wing, with The Unholy 
War and Legacy of Kain: Soul Reaver being published by Eidos. 

® Rumors have also been circling that Eidos will buy Psygnosis from 
Sony in the near future. 


1998 ECTS and E3 Head-to-Head 


There’s lots of gaming trade shows, and you must be wondering what in the heck the difference is 


between them. We'll help you get to the bottom of all of this, and even tell you which is better in the end. 


Location 


Atlanta, Georgia (but 
L.A. next year!) 


lon, England 
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ECTS. But even moreso 
against Atlanta 


E3. Unless you’re out 
of shape 


ECTS. Crowds of sweaty 
journalists are no amin, 


i ee a a ee ee i ee rere rararaes Sn en//M/M Min asari aaa Rn AMM) 


Companies attending 


Games on display 


Number of good games 
on alspray 


% chat are soccer and 


F-| games 


1/8 of above number 


Less than 1% 
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% of booths serving 
lukewarm soft drinks 


% of U.S. models flown 
in to demo games 


Very solid and 
professionally done 


E3 


ECTS. Quality, not 


quantity 


|B 


E3 


E3. Both shows love 


“ S. women. 


ECTS. Nothing wrong 


with employing chimps 


Special thanks to the many readers who have 
responded to Import Game Request! Check 
out our International Previews and tell us 
what you want! 


Readers’ Import Request 
1. Final Fantasy VIII Square - RPG 
2. Ehrgeiz Namco/ Square - Fighting 
3. Dragon Quest VII Enix - RPG 
4, Capcom Generations Capcom - 
Compilation 
S. Soul Calibur Namco - Fighting 
6. Beat Mania Konami - Misc 
7. Thousand Arms Atlus - RPG 
8. Suikoden 2 Konami - RPG 
9. RPG Maker Ascii - RPG 
10. DragonBall Z Ultimate Battle 22 Bandai 
- Fighting 


Japan’s Top 10-Selling 
PlayStation Games 


September sales rankings courtesy of The 
of ote Magazine Weekly, SOFTBANK: 
1. SD Gundam Generation Bandai - 
Simulation 
. Jikkyo Power Prd Baseball 98 Konami - 
Sports 
. Star Ocean: Second Story Enix - RPG 
. Astronoka Enix - Misc. 
. GunBarl Nacmo - Shooting 
. XI (sai) SCEI - Puzzle 
. BioHazard 2 Dual Shock Capcom - Action 
. The King of Fighters Kyo SNK- 
Adventure 
9. Art Truck Battle Human - Racing 
10. Echo Night From Software - Adventure 


U.K.’s Top 10-Selling 
PlayStation Games 


August sales rankings courtesy of Chart Track, 
@ELSPA 1998: 


1. World Cup 98 EA Sports - Sports 
2. Gran Turismo SCEE - Racing 
3. Spice World Virgin - Action 
4. Resident Evil 2 Capcom - Action 
5. Tomb Raider (Platinum) Eidos - Action 
6. Tekken 2 (Platinum) Namco - Fighting 
7. Crash Bandicoot (Platinum) SCEE - Action 
8. Die Hard Trilogy (Platinum) EA - Action 
9. Three Lions Take 2 -Sports 
10. FIA Formula 1 (Platinum) Psygnosis - 
Racing 
(Note: Platinum is the U.K. equivalent of 
Greatest Hits domestically.) 


November Winner 
Jeff Sojada 
Welland, Ontario, Canada 


Vote for your most-wanted PlayStation import 
games and you can have a chance to win a free 
video from Manga Entertainment (see p.120 for 
contest rules). Send your requests via e-mail, snail 
mail, fax or online to the addresses listed in the 
Letters section. Do it now! 


HOT PRODUCT INFO: 


Www.psygnosis.com — 


PlayStation 


Psygnasis, Ltd. ALL RIG 


Entertainment Europe. All Rights 
HTS RESERVED. PlayStation and 


Reserved. 
the 


PlayStation logos are 


More than 200 levels of addictive puzzle madness 
provide hours of challenging gameplay 


Innovative 3D platforms allow you to flip the 
playing perspective 360 degrees 


Pick up coins, gems and fruit, and dodge 
countless perilous obstacles 


Test your memory against a friend in the 
2-player "Copy Cat" mode 
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Developed by Game Design Sweden AB. Published in USA by Psygnosis and licensed by Sony Computer Entertainment Europe. Psygnosis and the Psygnosis logo are TM or ® and © 1990-8 
trademarks of Sony Computer 


registered 


Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 


‘This game is essentially perfect. 


10 MILLION COLORS 


— EXPERT GAMER 


Over 30 minutes of cinematics fluidly merge with gameplay in a thrilling storyline full of bizarre characters with a great sense of humor. 


Dedicated sound effects and an original score make Heart of Darkness an unforgettable gaming experience. 


Experience intense action as you help young Andy fight through 8 huge levels and 175 different locations 


in a dark world filled with mystical mazes, exotic landscapes and evil enemies, in search 


of his best friend, Whisky. 


Heart of Darkness is a trademark of AMAZING STUDIO. ©1998 AMAZING STUDIO - INFOGRAMES. All rights reserved. Interplay Entertainment Corp. is the exclusive publisher and distribu- 
tor in North America. All rights reserved. Interplay, Tantrum, and "By Gamers. For Gamers." are trademarks of Interplay. Entertainment Corp. All rights reserved. PlayStation and the 
PlayStation logos are registered trademarks of the Sony Computer Entertainment Inc. All rights reserved. All other trademarks and copyrights are the property of their respective owners. 
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An Epic Adventure in a World Unlike Any Other 


’ 
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‘ Saar Unrepetitive! Every level looks different, requiring a new skill or strategy to find Whisky. 2000 frames of animation f 
: are used just for Andy, so he moves smoothly whether he's climbing, sneaking across a bridge or swimming 


through murky waters. 


“It’s an exciting ride all the way to .; 


the end.” K** *'/: 
—~ PSM 


©§“" "AVAILABLE NOW! 
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Unleash the power of Fire Blast and 50 Choose your allies well. Gain experience Release the dragons inside...transform into 
other spectacular magic spells. and master the skills needed to survive in many different forms, each with unique 


this epic 3-D world. special abilities. 


«The lone s survivor of | a legendary grogen clan, a 1 rebellious youth, 


Ani inner ‘power , uncertain Fda forces Ryu to © become « . 


ses a path to discover his I What lies, there i is shrouded i in ge os ae 
~ yet strangely familiar. - 2a * oe ‘ : 
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Top 20 


WWE War Zone 


PUBLISHER: ACCLAIM 
GENRE: SPORTS 


60000 


Last MONTH: — 
RELEASE Date: JuLy 1998 


Why is WWF War Zone the number- 
one game this month? Because 
Stone Cold said so! Seriously though, 
wrestling must be more popular 
than we thought for it to grab the 
top spot so quickly. It had a lot of 
strong competition to beat. 


Last Month: ‘1 
RELEASE Date: May 1998 


Gran Turismo 


PUBLISHER: SCEA 
GENRE: RACING 


It may have taken a bunch of 
sweaty, muscular men to do it, but 
the king of racing games has been 
dragged out of first place. Gran 
Turismo has been hanging around 
the top for a couple of months now. 
Will it remain there? 


00000 


Last MonTH: 4 
RELEASE Date: JUNE 1998 


Mortal Kombat 4 


PUBLISHER: iDWAy 
GENRE: FIGHTING 


aaa §6Since its release, Mortal Kombat 4 

has been slowly working its way up 
the charts. It's even gone so far as 
to knock the former fighting game 
champ, Tekken 3, down quite a few 
spots. Apparently, people are still 
krazy for the Kombat. 


NFL Xtreme 


PUBLISHER: 989 Stupios 
GENRE: Sports 


O©90000 


Last MONTH: — 

RELEASE Date: JuLy 1998 
Despite our lackluster reviews of it, 
NFL Xtreme proved extreme 
enough to earn a spot in the top 
five. Of course, how long will it 
remain ranked this high with the 
triple threat of Madden NFL 99, 
NFL GameDay 99 and NFL Blitz? 


Road Rash 3D 


PUBLISHER: ELECTRONIC ARTS 
GENRE: RACING 


00000 


Last MONTH: 3 

RELEASE Date: JUNE 1998 
Even with a couple of powerful new 
entries this month, Road Rash 3D 
continues to hang in the top five. 
Still, it is slipping a bit. Is this Rash 
starting to heal, or will it heat up 
again and start infecting game 
players everywhere? 


The best-selling U.S. PlayStation titles as reported by the nation’s top retailers 


G Tekken 3 ©6000) 


PUBLISHER: NAMCO Last MONTH: 2 

GENRE: FIGHTING ReLease Date: May 1998 
Tekken 3! What's the deal? You're the best 3D fight- 
ing game available on the PlayStation. How come 
you're slipping down in the ranks? Have people 
grown weary of you already? It can’t be! 


4) Triple Play 99 


PUBLISHER: ELECTRONIC Arts — LAST MONTH: 9 - 
GENRE: SPORTS RELEASE Date: Mar. 1998 SReRiae 
For some reason, Triple Play 99 rises up the charts § 
this month, surpassing MLB 99. It would seem that 
choppy animation is coming back en vogue with 
baseball fanatics. 


=] Tomb Raider 


60000 


PUBLISHER: EIDOS Last MONTH: 10 

GENRE: ADVENTURE RELEASE DATE: Nov. 1996 
Everyone's favorite tomb raider (and this month's 
cover girl), Lara Croft, will be starring in her third 
game soon. Still, her original adventure refuses to 
leave the charts after all this time. 


3} Crash Bandicoot 

PUBLISHER: SCEA Last MONTH: 11 

GENRE: ACTION RELEASE DATE: Sept. 1996 
Crash was at number nine two months ago before 
dropping down to number 11. Now, he’s back up to 
nine again. Apparently, you just can't keep a good 
bandicoot down. 


©0000 


sit) MLB 99 


©0000 


Last MONTH: 7 


PUBLISHER: SCEA 
GENRE: SPORTS RELEASE DATE: APRIL 1998 
Boy, MLB 99 and Triple Play 99 have spent the past 
few months jumping back and forth on the charts. 
They must be getting sick by now. Will one ever 
emerge as the true favorite baseball game? 


60000 


ik Vigilante 8 


PUBLISHER: ACTIVISION Last MONTH: 5 

GENRE: ACTION RELEASE Date: JUNE 1998 
Vigilante 8, despite being a great game, is slowly 
slipping down the charts. Could people be starting 
to anticipate the impending release of Twisted 
Metal 3 and Rogue Trip? 


‘P| Need for Speed III 


00000 


PUBLISHER: ELECTRONIC Arts Last MONTH: 8 


GENRE: RACING RELEASE DATE: MARCH 1998 
It's a shame to see this game slipping so 

quickly. Out of all the racing games available 

for the PlayStation, it’s one of the better ones. 

The competition must be stiff. 


Source: NPD TRSTS Video Games, July, 1998. Call them at (516) 625-2345 for questions regarding this list. Note: No games for competing console 
systems (e.g. N64, Sega Saturn, etc.) were included. Overall sales figures may vary. Game descriptions are written by the OPM staff. 


Send your votes for the Readers’ 10 Most Wanted games to: Official 
PlayStation Magazine Attn: Readers’ 10 Most Wanted, 1920 Highland Ave., 
Lombard, IL 60148 or e-mail us at: dan_pelusoezd.com or visit the OPM 
section on videogames.com 


00000 


4-3] Mortal Kombat Trilog) 


PUBLISHER: MIDWAY Last MONTH: — 

3 GENRE: FIGHTING Revease Date: Oct. 1996 

Now this is strange. With part four near the top 
Ew | of the charts, Mortal Kombat Trilogy comes out 

5, of nowhere to appear on the list. Folks just want 

all the MK action they can get. 


+C) Jeremy McGrath Supercross 98 (OOQO0O0 


PUBLISHER: ACCLAIM Last MONTH: 6 

GENRE: RACING RELEASE DATE: JUNE 1998 
After last month’s love affair with racing games, 
they all seem to be slipping down the charts. 
Unfortunately, Jeremy McGrath is one of the 
victims. We hope he’s not too upset. 


¥i-)) Grand Theft Auto 


PUBLISHER: TAKE 2 
GENRE: ACTION 


©0000 


Last MONTH: — 

RELEASE Date: JuLy 1998 

What could possibly be more fun than being the bad 
guy? Grand Theft Auto lets you be a really bad guy as 
you car jack, run drugs and mow down innocent 
pedestrians. Fun for the whole family! 


3 Resident Evil 2 ©6000) 


PUBLISHER: CAPCOM Last MONTH: 12 

GENRE: ACTION RELEASE DATE: JAN. 1998 
It may be almost a year old, but people still dig 
Capcom’s zombie-fest. Heck, rumors are already 
going around about Resident Evil parts three and 
four! Will we ever get enough? No way! 


‘V4 Tetris Plus 


PUBLISHER: JALECO 
GENRE: PUZZLE 


00000 


Last MONTH: 16 

RELEASE Date: Oct. 1996 

Tetris Plus is one of those games that will probably 
be somewhere on the charts on any given month. 
Anyone can sit down and play this game. It’s easy to 
learn and totally addictive. 


AEECTROIEND 
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1¢:]) Twisted Metal 


PUBLISHER: SCEA Last MONTH: 14 

GENRE: ACTION RELEASE DATE: Nov. 1995 
Twisted Metal has been around on the charts for 

a while. Now that Twisted Metal 2 has become a 
Greatest Hits title, will it also appear on these 
pages? Don’t forget, part three is coming soon. 


s-]) WCW Nitro 


PUBLISHER: THQ 
GENRE: SPORTS 


00000 


00000 


Last MONTH: 15 

RELEASE Date: Nov. 1997 

Poor WCW! Not even the Slim Jim snappin’ power of 
the Macho Man could prevent WWF War Zone from 
becoming the dominant wrestling game. How about 
a WCW vs. WWF game? Yeah, right ... 


00000 


¥1t)} World Cup 98 


PUBLISHER: ELECTRONIC ARTS Last MONTH: 18 
GENRE: SPORTS RELEASE DATE: JUNE 1998 
It's the most popular sport in the world, but it’s 
slowly slipping off the tail end of the charts. Will it 
be able to survive with the sudden release of all 
those (U.S.) football games? 


Presents 


As compiled by our attractive, intelligent readers 


Metal Gear Solid Boy, oh boy. Everyone wants this game! It looks 
like Konami’ S got a hit on their hands. 


Tomb Raider III What? Was this month's cover story not enough 
for you? Relax ... the game will be out soon. 


Silent Hill Well, if you can’t play Resident Evil 3, then at least you 
can play Silent Hill. It looks like a winner. 


Parasite Eve Square’s spooky new RPG is great. It’s chock-full of 
the gory goodness kids love. 


Oddworld: Abe’s Exoddus The weird, yet adorable Abe is back 
in his latest adventure. How can you not love that little guy? 


Crash Bandicoot: WARPED Crash has always been popular, and 
the new stages in WARPED should make the game even more fun. 


Tenchu Sneaking around, slitting throats, escaping without being 
seen. Sounds like a typical night on the town for the OPM staff. 


Resident Evil 3 OK, maybe Silent Hill isn't enough. We want to 
play this game too! What's up with it, Capcom? 


Final Fantasy VIII Expect this game to be on the Most Wanted 
list right up until the day it comes out. 


Duke Nukem: Time to Kill Folks have been waiting to “come get 
some” of this game for a while. Duke kicks arse. 


* Congratulations to our November Top 10 winner: Matt Sajban * 


Our monthly contest winner's top-five picks 


Metal Gear Solid Come on, Matt, you must already own this one. 
Everyone else does! 


Parasite Eve Square Soft’s sci-fi horror thriller should be well 
worth your time and money! 


Tomb Raider III Have you checked out this month’s cover story 
yet? Go read it. Now! 


Final Fantasy VIII Yeah, who isn’t waiting for Final Fantasy VIII? 
We won't be happy until this game comes out. 


5 Legacy of Kain: Soul Reaver Despite being entirely different 


from the first game, Soul Reaver looks incredible. 


What we've been playing instead of working 


Metal Gear Solid Can you blame us for playing this game to 
death? It’s just too good! 


Mr. Domino Acclaim surprised us with this rockin’ game. It’s like 
a crazed video game version of Domino Rally. 


Fe Pyro the Dragon What can we say? The little guy's cute, and 
it’s one of the best-looking PlayStation games in a while. 


Devil Dice Between Mr. Domino and this, we're not getting any 
work done. Too many cool puzzle games! 


Crash Bandicoot: WARPED Even though Spyro’s stealing some 
of the spotlight, Crash’s new game still got us hooked. 
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TO MAXIMIZE YOUR RACING PLEASURE, 


INSTRUCTOR WALTER S. SMITH 
RECOMMENDS FOLLOWING THESE SIMPLE RULES: 


RULE #1 
TAKE ADVANTAGE OF BLIND SPOTS. 


This will greatly increase the 


likelihood of a serious accident. 


RULE #2 
INSIST ON THE RIGHT-OF-WAY. 


lf someone doesn't yield 


the right-of-way, use force. 


RULE *3 
NEVER BE COURTEOUS TO OTHERS. 


Remember, it’s the nice 


guys who always finish last. 


1ec4 CHAMPIONSHIP 


FA CANE 


Full-Contact Auto Racing. 


EVERYONE 


WG 


" | WINDOWS® 95/98 
Codemasters’G, SDO PC CD-ROM 


SPORTS 


CAR RACING 


PlayStation 7 www.tocaracing.com 
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PlayStat 


0 YOU GO STICKSIDE, 
GLOVESIDE, OR THROUGH 


THE LITTLE LOOP IN THE 
LACE OF HIS RIGHT SKATE? 


Presenting NHL FaceOft ‘99. Now, 
with all-new Authentic Hockey 
Intelligence” so players dish out 
drop passes and hip checks just 
like they would in the NHL. Pull 
off every check, shot and save 
you can think of (including a few 
A i you can’t). Play in real NHL arenas 
| designed from actual blueprints. 


And who better to call the action 


Test your skilis in the most realistic 


hockey game you ll ever play. 


Without lacing up a pair of skates. 


WHI 
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than Mike Emrick and Darren Pang. 
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Available Now 


www.thg.com 


www. brunswickbowling.com ; 2 | = | | “ 7 = WINDOWS 
rs 4 |e q5 


Brunswick is a registered trademark of Brunswick Corporation. Brunswick Bowling Skins Game, Cosmic Bowling and ProStaff are trademarks of Brunswick Bowling & Billiards Corporation. Brunswick 
Circuit Pro Bowling is a trademark of THO INC. ©1998 THO INC. THO™ 1998 THQ INC. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 
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MB eathctanigllé and giant Sighting robots - Only on PlayStation® - Only from 
a futuristic RPG like nothing you've seen 
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Citan www.squaresoft.com — 


“Feil i've been Published by Square Electronic Arts L.L.C. . 
searching for you! 


You can use this! "-< 


A young man’s troubled memories hold the 
secret to releasing an unimaginable power 7 


PlayStation 


CONTENT RATED BY 
| $49 5G 3 


© 1998 Square Co., Lid. All rights reserved. PlayStation and the PlayStation logos are registered 
trademarks of Sony Computer Entertainment Inc. Square Soft is a registered trademark of Square Co., Lid. 
Xenogears is a trademark of Square Co., Ltd. U.S. Patent No. 5390937, 5649862. The ratings icon is a 
trademark of the Interactive Digital Software Association. 
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The sequel to the revolutionary fighting game, 
Now improved with realistic new characters, 


Moves, stances, weapons and subweapons 


Experience 12 new warriors, two-handed fighting 
and more, but remember that a single blow can 
be the difference between life and death 


REO ema LE 5 > 


BRAVE FENCER. 


PlayStation | 
| {c) 


I NTSC | U/C] 


Includes Collector’s CD 
with a playable demo of 


FINAL FANTASY’ Vill 


PlayStation. 


EVERYONE 
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SLUS-00726 
SLUS-90629 


Bes 


Musashi, the humorous half-pint hero, runs, Challenge ferocious monsters, or use the game's 
jumps, fights, and solves puzzles throughout unique learning system to master enemies 
his vast, colorful, fully 3-D world techniques and cut them down to size Only on PlayStation® - Only from 
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aes WWW. squaresoft.com 


Published by Square Electronic Arts L.L.C. 


PlayStation 


© 1998 Square Co., Lid. All rights reserved. PlayStation and the PlayStation logos are registered 
trademarks of Sony Computer Entertainment Inc. Square Soft and Final Fantasy are registered 
trademarks of Square Co., Ltd. Brave Fencer and Musashi ore trademarks of Square Co., Lid. 
© 1997, 1998 Square Co., Lid./Lightweight Co., Lid. Bushido Blade is a trademark of Square Co., Lid. 
The ratings icon is a trademark of the Interactive Digital Software Association. 


Previews 


An early look at the games of tomorrow 


A Bug s Life 


Theme Action 
% Complete 60% 
Publisher SCEA 


# of Players 1 
Availability November 
Developer Travelers Tales 


A game based on the animated Disney “Flik” buzzes to the PlayStation 


he fall of 1998 will see the release of Pixar’s 


Disney Pictures. While their 1995 animated 
blockbuster, Toy Story, narrowly missed the 
seedling 32-Bit market, A Bug's Life will see 
release during the height of popularity for the 
PlayStation. Travelers Tales, developer of A Bug's 
Life, hopes that by working closely with 
Pixar Studios, they can ensure that the 
game will capture the movie's viva- 
cious visuals and adhere as closely as 
possible to the film’s story line. 

A Bug's Life is a microcosmic plat- 
form adventure featuring 15 fully interac- 
tive 3D environments. Players assume the 
role of Flik, a guile and resourceful ant, 
whose task is to save his colony and loved ones 
from the ominous threat of invading grasshop- 
pers. Like the movie, A Bug's Life focuses on 
size and perspective as a technique that allows 
players to experience life through the eyes of 
an ant. The colorful assortment of enemy 
insects include: grasshoppers, mosquitoes, flies, 
spiders and even cockroaches. Levels are divided up 
into five acts, with each act containing three stages. 
At the end of each act, Flik will confront an insect Boss 
all of whom are antagonists from the movie. 

Players will need both reflex and brains to over- 
come enemies and obstacles on each stage. Many of 
the puzzles in the game require the player to experi- 
ment via the Seed Interaction system. Players may 
plant seeds throughout the game which have the abili- 
ty to transform the landscape, usually to the benefit of 
Flik and his goals. There are a variety of seeds 

to be found, and once planted, they 


Need a boost? Try using a 
mushroom as a trampoline. 


/ 


November 1998 


second full-length feature, A Bug’s Life from Walt 


may bring forth helpful items like power-ups, health or 
a mushroom that will act as a trampoline to transport 
the player to an area that seemed initially inaccessible. 

So far, Travelers Tales seems to have done a good 
job of making sure the graphics in A Bug's Life capture 
the bright and dynamic feeling present in the movie. 
The game will also feature cutscenes from the movie to 
give it a coherence that will tie the story line together. 
Barring any quirks with camera views and frame-rates, 
A Bug's Life could end up being the next best thing to 
owning your own ant farm. 


Flik can plant seeds throughout the game 
which alter his surroundings and help him on 
his journey. There are a variety of ways to 
alter what seeds produce. Spread throughout 
each level will be four different-colored 
tokens. Each of these tokens allows Flik to 
change the color of the seed and what it 
produces. Players can collect more than one 
of the same token, thus allowing the plant 
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PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. NHL Face Off is a trademark of the 
National Hockey League. NHL, National Hockey League, the NHL Shield and the Stanley Cup are registered trademarks of the National Hockey 
League. All NHL logos and marks and NHL Team logos and marks depicted herein are the property of the NHL and the respective teams 
and may not be reproduced without the prior written consent of NHL Enterprises, L.P. © 1998 NHL. Officially licensed product of the National a 


Hockey League. National Hockey League Players’ Association, NHLPA and NHLPA Logo are Trademarks of the NHLPA and are used, under SPORTS 
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Previews 


An early look at the games of tomorrow 
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—_ Cross 2 


Last year's surprise off-road racer revs up for more 


Rally Cross 2's physics engine will let 
your vehicle catch some air, often at 
inopportune times. 


PE 


ally Cross silently crept its 
way into the hearts of the 
U.S. audience in late 1996. 
Since it saw no real media blitz or 
the mantric repetition of MTV 
promotions, Rally Cross had to 
garner its evangelism from maga- 
zine reviews and word-of-mouth 
advertising. Luckily for SCEA, 
Rally Cross was easy to recommend. The game 
was sufficiently realistic without compromising its 
premise to sport a no-holds-barred, over-the-top, 
dirt-racing extravaganza. Now, as the sequel nears 
its own checkered flag, fans of the original will 
invariably wonder whether Rally Cross 2 will live 
up to its predecessor. 

As a sequel, Rally Cross 2 will sport an impres- 
sive array of improvements: car damage modeling, 
better dual-shock support, different chassis types 
and a wider variety of track and weather condi- 
tions. Although RC2 wears the same grit and dirt 
aesthetic as its predecessor, the game is more 
than just the sum of its total upgrades. Tweaks to 
the game's physics engine have made driving off- 
road a little easier and car rolling much less of a 
problem. conan. fans of the first Rally Cross 
may feel its steep learning 
curve was what made the 
game deep and challeng- 
ing. Not to be “dummied 
down” in any way, the 
sequel will focus on the 
player's ability to cus- 
tomize and refine compo- 
nents of his or her vehicle 
for those seeking to 
perfect lap times. 

By far, the most wel- 
come addition to RC 2 will 
be its built-in track edi- 
tor which allows play- 
ers to race on tracks 

of their own design. 


acing 1-4 
80% November 
989 Studios Idol Minds LLC 


‘Current: 9-48-9 0 760 total 3.753 


It will also support a Two-player Mode through 
split-screen, while unfortunately omitting the 
original game's four-player multitap support. 

With a grab bag of new and significant improve- 
ments under its hood, Rally Cross 2 could poten- 
tially be the best 32-Bit off-road racer to date. 


On the Right Track 


Idol Minds, developer of Rally Cross 2, 
probably know the importance of 
including a track editor with their latest 
off-road racer. The ability for players to 
design their own tracks means almost 
infinite amounts of replay value. Some 
of the terrain players can use for their 
no- man’s land include: wides, whoops, 
chicanes, 90-degree turns, table tops, 
single jumps and much more. 
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The Official Organ of the Amalgamated Association of Automercenaries 


Special FREE Issue for Automercenaries 
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Tips for Snagging Tourists-- And How to 
Avoid Premature Ejectulation Once You've Got ’Em 
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You're gunning it down Main Street. Shrapnel glancing off your 
windshield. Geiger-counter going off the scale. And a snap-happy 
Japanese couple in the back of the cab. The question is 
what should you be driving for maximum survivability 
and tourist satisfaction? Sit back, we did the work for 
— , you when we road-tested 14 state-of-the-art tricked- 
Dick Biggs, Editor | out deathmobiles one glowing summer afternoon 
among the napalm trees of Nuke Town. 

For raw hearse-power, nothing beats the 

( Sidewinder, Five tons of tank with more firepower 
than the Third World War. Too big? Well, try on the 

( Bitch-In ‘Wheels’ ‘and put the muscle back where it 
belongs - behind the muzzle of a machine gun. 

For pure Auto-mercenary $ex appeal, there's 
only one choice - the Meat Wagon. This fuel-injected 
WVerclaltcranrelell(smct\ SM Ialelecee) ocell | a you than a evel iane) i socks 
stuffed down your trousers ever can. , 

For those of you who like a little mercy with 
your massacre, nothing can touch | Ozone, a 
well-armed ambulance that hurts while it heals. 

You want high-octane performance? 
Car Combat Ultra? Look no further than the 
ell cyou ovele level ayes Pyro =~a~flame-spewingsemi: 
filled with fuel. You never run out of gas and if 
you do go down, you can take everyone with you 


bevecks continued on page 72 


AREETINGS Fo : 
5 (AREA GI Sister Mary Lascivious 
“Taouglt tor the Day 


-Thou Shalt Drive Like A Righteous Mad Bastard. 
~ So Sayeth the Lora. 


When Was the Last Time a Tourist Hit — +.:».a.wsweass 
Your Window at 4 mph? - day. Someone sends a missile your 


way and bang — Premature 
Ejectulation — out flies your 
tourist and before you know it 
everyone's got little bits of 
Hawaian shirt and entrails 

all over the windshield. 

No problem. Whip out a 


40 ounce bottle of ever-loving 


Windshield Cleaner and, hey 
presto...the future's so bright 


you gotta wear shades. 
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Every self-respecting Automercenary knows there are few 
things in life more enjoyable than vaporizing, burning, bombing fag 3} 
and totalling stuff. Here's our hot picks for the tastiest targets oo i 


the post-apocalyptic world has to offer.: - 


White House? — White Trash! KILL THE CADDY!!! 


2 NDE t. 


Sticky Weapons cio Pyro Weapons Stingers 
Oi FThalemelsomelamuelelm@cialclan\ "arene mei) = Hose your foes with gasoline - then § Killer bees got nothing on 


back while he tries to palm it off on 7 @ sit back and ignite for the kill. cs m these babies, so go ahead, kill 
someone else, or go down trying. $5000 each neon iL eaimexe)abiteloialerom 


~ WeCROg stay oa _ #FOnba < m $7750 per round 
. ~ a Sg 
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Meteor Balls 


They bounce. They burn. 
"Nuff said. 


$800 each 


NEED A HINT? (¢ ) 1-900-CALL-26T 
(225-5248) 
(95¢ per minute. $1.95 for fax back maps) Must be 18 years or 
older or have parents permission to call. Touch tone phones only 


From the million selling 
developer of car combat 


“What's more important- 
ihe name or the game?” 


Pee Hcl ons os 


A DIFFERENT KIND OF Car. A DIFFERENT KIND OF DRIVER. 


AVAILABLE AT YOUR LOCAL RETAIL STORE 


ORDER DIRECT AT STORE.GTINTERACTIVE.COM OR CALL 1 800 610-GTIS ) ‘ 
= —4 Rocue Trip™ ©1998 GT InteRAc OFTWA Al E ‘Cres S ; ; GT Interactive 


: ENTERTAINMENT TECHNOLOGIES, INC ND DIS y G CTI Corp. . Software 
PlayStation SNGSLETRAS GT Games LoGo ARE TRADEMARKS AND THE OGO : Y SOFTWARE 
™ P. TRIP, SIN } 
INC STATION AN PLAYSTATION | 


, TEC REF } : OMPUTE! : : 
www.singletrac.com ENTERTAINMENT INC. ALL OTHER TRADEMA OPERTY OF THEIR RE PANIES. www.gtinteractive.com 
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Previews 


An early look at the games of tomorrow 


Bust A Groove 


Oh, PaRappa, what have you started? 


Fever Time! If you do really 
well during a match, you will 
get to experience “Fever Time.” 
Here, the camera moves around 


off his or her best moves. It's 
a fun little bonus, and a great 
way to rub your victory in your 
opponent's face. 


You may have seen Bust A Groove previewed awhile back in our 
International Previews section. The thing is, back then, it was called 
Bust A Move. So what's the deal, you ask? It's fairly simple, actually. 
You see, in Japan, the puzzle game that we know as Bust-A-Move 
(the two left pictures) is called Puzzle Bobble. When it was released 


freely while your character shows 


t began as a simple enough idea: a truly whimsi- 

cal game based around a cast of lovable cartoon 

characters and bouncy, catchy rap tunes. 
Combine that with gameplay vaguely reminiscent 
of the classic electronic game Simon, and PaRappa 
the Rapper was born. Thanks to that game’s suc- 
cess, a few PaRappa-inspired games began to pop 
up in Japan. 

Bust A Groove is the first one to surface on these 
shores, and boy, is it ever nice. It takes the basic 
idea of PaRappa and 
expands it to the next 
level. There’s more interac- 
tion, more characters and 
even a Two-player Mode. 
Picture a cross between 
PaRappa and a fighting 
game, and you've got 
the idea. 

In the game, you can 
choose from 10 dancers (or four hidden characters). 
The game has a varied and wacky cast, from the 
disco-lovin’ Hiro to Hamm, who eats more burgers 
than Popeye's pal Wimpy, to the Jerry Springer quest 
candidate Kelly, who prances around dressed like an 
adult infant. 

During each song, you are shown different 
directions to push on the controller. You must 
press those directions during the first three beats 
and then press the proper button on the fourth beat. 
Doing this correctly makes you perform a dance move. 
If you can continue doing this for the duration of the 
song, you will outscore your opponent and win. 

If you don’t screw up your rhythm, you can 
perform more impressive moves that will form com- 
bos. There are even special attack moves that you 
can launch at your opponents. Of course, they can 
attack as well, so be ready to defend yourself against 
their vicious grooves. Furthermore, the background 


A Game By Any Other Na 
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85% November 
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‘The Forbidden Dance 


Like any good fighting game, Bust A Groove has its 
share of playable Bosses and secret characters. Skilled 
dancers will be able to play as the two Bosses as well 
as Shorty’s mouse and Burger Dog from Hamm's stage. 


environments will often react to the action in the fore- 

ground, making for some exceptionally wacky effects. 
One of the things that made PaRappa so enjoyable 

was the terrific songs. Well, Bust A Groove'’s songs may 

not be as goofy as PaRappa’s, but they're every bit as 

good (sometimes better). Luckily, the songs have not 

changed much from their original Japanese 

versions. About the only differ- 

ence is that the Japanese 

lyrics have been translat- 


ed into English (although ; K WS | 
most of the original fh ( id | 

songs were in 4 aaa 
English, anyway). 


If you loved . 
PaRappathe § 7 
Rapper (and af 
who didn't?) ¥ f iy 


and wondered 
how they could [gsi 
ever improve the We 
concept, keep an 
eye out for Bust A 
Groove. It’s got all 
the ingredients to 
make it the most 
popular music/dance 
game ever. 


in the States, the name was changed to Bust-A-Move (a much 
hipper name, apparently). Since there was no game called Bust-A- 
Move in Japan, it was OK to release the dancing game (the two 
right pictures) under that name. Of course, we have a Bust-A-Move, 
so the name had to change. Simple, right? 
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Previews 


An early look at the games of tomorrow 


Mr. Domino 


Quite possibly the sleeper hit of this season 


ith the unwitting help of the staff here at OPM, 

scientists have now isolated and categorized 

the five stages gamers go through upon being 
exposed to action/puzzler Mr. Domino. Stage one: confu- 
sion (... what the hell is that?). Stage two: condescension 
(heheh, what a silly little game). Before they realize it, 
subjects have already entered stage three: denial (I’m 
only going to play until I get to the next level). About 
two hours later comes the fourth, and possibly most dif- 
ficult stage to witness: addiction (J’m only playing until 
the next level—and this time I mean it. DO YOU HEAR 
ME MR. DOMINO?!? ONLY ONE MORE!) Finally and 
mercifully comes the final stage: acceptance ( ... [crying] 
I love you Mr. Domino). 

As you read this preview and look at the screenshots 
you probably already find yourself knee-deep in stage 
one of Mr. Domino syndrome, wondering what this 
game is and how it could 
actually be interesting. 
Allow us to explain. 

You play as Mr. 
Domino, and your goal is 
to set off a certain num- 
ber of switches in each 
stage before time runs 
out. These switches can 
only be triggered by the 
dominos Mr. D leaves 
behind as he skips and 
frolics his way through 
the levels; each switch in 
turn triggers some event 
(a tank firing, a mush- 
room sprouting) that can 
knock over another domi- 
no and keep the chain 
going. Bonus points are 
given for these “chain 
combos” depending on 
how many switches you 


Mr. Domino may look cute, but mess 
with him and you're in a world of hurt. 


Puzzle 1 
60% February 
Acclaim Artdink 


. no, seriously! 


can get ina 
row, but it’s 
not easy. 
Plenty of 
obstacles 
and nasty 
traps have 
been set for 
our hero 
and there is no way to stop or 
turn around—you can only 
move Mr. Domino left, right, 
faster and slower. 

But understanding how the 
game works doesn’t really 
explain its appeal. Part of it has 
to be the super-cutesy charac- 
ters and the goofy levels: a 
grocery store, a family home 
(complete with bomb in the 
oven) and a casino 
just to name a few. 
But more than that 
the game just has 
that simple yet 
addictive puzzle- 
game feel to it 
that's hard to put 
into words and 
equally hard to 
stop playing. 
Throw in a special 
low price (Acclaim 
mentioned this but 
wasn't specific) and 
Mr. Domino may just turn out to be a surprise hit when 
he debuts stateside this Christmas. Prepare yourself. 
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Stranger in a Strange Land 


Despite the lack of text or menus in Mr. Domino, it's 
easy to tell by the backgrounds and cultural in-jokes 
he's originally from Japan. What changes will be made 
for the U.S. version remains to be seen. 


* Editor’s Note: The writer of this preview has been 
shipped to the appropriate rehabilitation center. 


Go Go Mr. Domino! 


Some examples of the chaos Mr. Domino can cause when he triggers 
switches (left to right): a train comes chugging into the level, a house 


of cards comes tumbling down, some Jiffy-Pop gets ready to blow, 
and Dad bashes his skull on a stray domino, paralyzing him for life. 


Din 2 rkee vee ypreene 


. en Leng 
manne - . 


k of 


amientA 


“9 CONTENT RATED BY 
ESRB 


we * 


LOOKS LIKE, | 


ouy 8 03%0) 0)’ 


SIDE OF THE 


rf 
d 


; : : | . O | | N 


It’s not every day that you’re awakened from the dead. Much less to battle scarecrows, zombies and flying 
clocks for the honor of your kingdom. Poor Sir Dan. He’s the undead knight ona gothic quest to avenge the 
forces of darkness. The dead are now undead. The living are crazed maniacs. And the once-mild-mannered 
pumpkins are now cold assassins. But Sir Dan's got a mighty arsenal—from crossbows, axes and daggers to 
lightning rods, swords and the occasional chicken drumstick—to fight his way through a dazzling 3-D 
journey. Although after being dead for 100 years he probably could just kill them with his morning breath. 
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K-1 Fighting Illusion Revenge 


A kickboxing title with the potential to be good?! 


emember last year’s 
Rs kickboxing game 

with the lackluster 
graphics and horrid control? 
Well, it’s back with a 
vengeance and ready to take 
names. Speaking of names, 
this year’s incarnation, K-1 
Fighting Illusion Revenge 
(gotta love that name) once 
again uses world-renown 
kickboxers such as Stan “The 
Man.” It even incorporates all of their patented 
moves into the gameplay. 

The fighting itself is handled via button combina- 
tions coupled with the typical life bar, stamina and 
head damage gauge that slowly fills whenever you 
receive a thorough punishing. Unlike its predeces- 
sor, K-1 Fighting Illusion is actually fun to play and 
could even be more amusing than most over-the- 
top wrestling games. However, whereas pro 
wrestling is acting, kickboxing is a real sport and its 
competitors can receive life-threatening injuries. 
This is clearly defined with the knockout replays 
shown at the end of the match. These knockout 
blows are very authentic in appearance and will 


have you saying that clichéd 
phrase “Oh, that had to hurt.” 

As far as graphics are con- 
cerned, each character has been 
competently motion-captured. 
The exposition of moves 
enforces this fact by displaying 
some excellent lifelike body 
movements (especially when 
you're getting pounded). The 
downside to all this realism is 
that there's a loss of animation 
and some choppy frame-rates at this stage of the 
game's completion. 

With the kickboxing genre being one of the few 
untapped genres left on the PlayStation (there 
hasn't been a good kickboxing game yet), look 
for K-1 
Fighting 
Illusion 
Revenge 
to take top 
honors among 
a very weak 
field when 


it’s released. 


The gaming industry is getting better 
and better at making polygonal women. 
See? (left) 
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t's hard to believe that the PlayStation has 
gone without a boxing simulation for this 
long. Conversely, it’s not hard to believe that 
EA is bringing out the very first one, entitled 
Knockout Kings. 


The PlayStation’s first serious boxing simulation 


! 


punches and upper- 
cuts. For the less- 
civilized player, 
there’s plenty of 
illegal ones such 

as low blows and 


As you might expect, Knockout Kings is heavily 
licensed—after all, it is an EA Sports title. It includes 
38 boxers from the past and present and a variety of 
different venues to soil with your opponent's blood. 

Doing so won't be as simple as you think. EA went 
through great pains to make Knockout Kings a simu- 
lation of the sport, and as a result an incredible 
amount of moves are available that include a variety 
of lunging hooks, jabs, crosses, head-butts, body 


kidney punches 
(we'll just avoid the 
easy ear-biting joke). 

Whether you want 
to match up your favorite boxers, play one for an 
entire career or just create your own, it seems like 
Knockout Kings will be just the game for you. Just as 
long as the gameplay has punch. 


How would Holyfield fare against 
Ali’s brilliance? Give it a try with 
Knockout Kings’ extensive roster 
of boxers (above). 


Official U.S. EMS EL veyy Magazine( ©) 


Pernell Whitaker 
DEW (6 MM ITE] 

Kevin Kelley 

Jack Dempsey 

Joe Louis 

Roberto Duran 

Leon Spinks 

Rocky Marciano 

Eric “Butterbean” Esch 
Earnie Shavers 


Carlos Navarro 
Junior Jones 
Virgil Hill 
Lennox Lewis 
Jake LaMotta 
Danny Romero 
Aaron Pryor 
Larry Holmes 
Ray Mercer 
Marvin Hagler 


Sugar Ray Leonard 
Oscar De La Hoya 
Muhammad Ali 
Evander Holyfield 
Archie Moore 


Alexis Arguello 
Ray Mancini 

Terry Norris 
Genaro Hernandez 
ROTEL 
Arturo Gatti 
Michael Moorer 
Floyd Mayweather 
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Floyd Patterson 
Sonny Liston 
Ken Norton 
Shane Mosley 
Bob Foster 


38 Boxers Aplenty 
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EA EA Sports 
N ~ | 9 9 VHS - English Dubbed $14.98 


(three episodes - approx. 65 min. running time) each 
EA attempts to improve on near-perfection 


The Ginyu Force Super Saiyan!? 
Volume16 - Episodes Volume 17 - Episodes #50- 
#47-49 Vegeta, Krillin and Gohan 93 The incredible Recoome, 
decide to call a truce when they of the Ginyu Force, defeats 
learn that Frieza’s brutal Ginyu Krillin, Vegeta, and nearly 
Force is coming to Namek. defeats Gohan, when 
However, the Ginyu Force thinks suddenly, Goku arrives! Goku 
so little of our heroes that they instantly defeats Recoome 
decide to attack them one at a with his new power leaving 
time! Vegeta to wonder. “Did he 
become a legendary super 

Saiyan!?” 


St 
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The action around the net 
is fast and merciless. 


RR 


- Dragon Ball Z Movie Box Set 
Featuring the english versions of 
each uncut movie, a starter deck 
for Dragon Ball Z Ani-Mayhem, a 

: osier featuring the box art, 
Eciible cards from Amada, 
Aieaction figure! All for 


Starter Pack $8.98 each 
Booster Pack $1.98 each 


how to improve upon last year’s NHL 98, which was downright 
incredible. But franchises are franchises, and everyone wants new 
rosters (and EA wants money), so here we are, staring at NHL 99. 

The improvements to NHL 99 are slight, but there are plenty of them 
across all facets of the game. Graphically, NHL 99's resolution has been 
increased, resulting in crisper in-game graphics. The player motion- 
capture has been improved, and the EA Sports team is priding itself 
on making the player hits and checks more vicious than ever before. 
Less vicious are the degrading ice conditions, which visibly 
deteriorate as the game wears on. Suffice it to say, the 3D graphics are 
slightly better (while still moving at a fast frame-rate) than they were 
last year, which is to say they are looking very, very good. 

A host of new features complement the basic Season, Playoff and 
Tournament Modes. Players can participate in Shootouts or the all-new 
Marc Crawford Coaching Drills that let you practice key situations 
such as 2-on-1’s , 1-on-1's, Powerplays and One-Timers. NHL 99 also 
supports the Dual Shock—surely that’s something that will be given 
a great workout around the boards. 

Sporting improved graphics and even more features, this unfinished 
version of NHL 99 is already looking very healthy. In fact, it is looking so 
good that we can already say that there’s a very strong possibility it will 
be the best hockey game this year (many thought it was last year). 


lf must have been hard for the EA Sports team to try to figure out 


EA's List of A.lI. 
Enhancements 


*More realistic fighting 

* Smarter goalies 

* Shot deflections 

* Breaking out of your 

own end 

iL a - * Neutral zone play ey Soe ~ eel - 

, wae * Odd-man rushes Ya 4 ——— 
TMM SLE] | * Play behind the net et 2 BAN Cs Owe ead py 

| 3 of Po mmmonmoves  Y MEGASTORE The Art of Entertainment 


Detalles geapnns itd & versatile Eanteks eysteny Call Pioneer Customer Service at 800-424-1624 for more information or check out our new website: MMM. poneeranimation,com 
make for some stunning instant replays. 


All Dragon Ball Z characters, names, logos and images © 1997 BIRD STUDIO/SHUEISHA, TOE! ANIMATION 
Licensed by FUNimation Productions, Inc. All Rights Reserved. 


Meet Eric Lindros, Cyber Athlete” and one-man power play. Think 
you can handle him? Think again. Cuz he only knows one brand 


of hockey. Extra-strength. With explosive big men delivering 
puck-loosening hits. Feeding the one-timer. Or just burying it 
top shelf. Better keep your head up. And pray there's no OT. 


©1998 Electronic Arts. Electronic Arts, EA SPORTS, the EA SPORTS logo, “If it's in the game, it’s in the game.” and Cyber Athlete are tropes or Megeered trademarks of Electro 
and team logos and marks depicted herein are the property of the NHL and the respective teams and may not be reproduced without the prior written consent of NHL Enterprises, LP. NH 
Licensed Product of the NHLPA. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment inc. oe 
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Racing 1-4 
80% October 
Psygnosis Visual Sciences 


The best-selling PlayStation racing game returns with an all-new engine 


elieve it or not, the F-1 series of racing games are 

some of the best-selling on the PlayStation world- 

wide. F-1 does reasonably well in the States, but 
it’s the race-happy European market that makes the 
bean counters see dollar signs. Bizarre Creations used to 
develop the F-1 series, but they've since left the project 
and Visual Sciences has taken over. The big question is: 
Will there be a noticeable difference with Formula 1 ‘98? 

The short answer is no. Aside from an updated graph- 

ics engine and a few new features, F1 ‘98 will probably 
satisfy fans of the previous game (unless they were hop- 
ing for something different). It's obvious that the new 
developers were careful not to mess up the winning 


FISICHELLA 
Bi FRENTZEN 


Backstreet Billiards 


formula of the previous title. 

Both the large list of customizable options and 
the Formula 1 license are back, with updated 
1998 teams, making for a very authentic racing 
simulation. New features in this year’s version 
include mirror tracks, increased trackside detail 
and, get this, motion-captured pit crews (now 
we've seen every possible use of motion-cap- 
ture). Topping it all off are an ambitious set of 
multiplayer options that include a Four-player 
Mode that’s achieved by split screens on the 
televisions on either side of a link-cable setup. 

With all of this depth, if you like Formula 1 
racing, this will probably be the game to get. 
We'll review a finished version in the next 
issue of OPM. 


5 OMWestart race |= a) Abonden 


Note to self: Racing cars require four tires. 
No, but really, F1 ‘98 allows for car damage 
if you turn the option on. 
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OPIIONS. 


Having trouble on those 
roads? Go back to the shop 
and tweak your car, or better 
yet, dump your racing team 
in favor of a better one! 


Sports 1-2 
90% November 
ASCII Ardent 


This game proves that you can get ahead in life by being good at pool 


o you have what it takes to become a capable 

pool hustler? In Backstreet Billiards, it’s up to you to 

reclaim a championship pool cue that was given to 
you on your 10th birthday, but was stolen from you six 
years later. Sound riveting? Well, maybe not. 

Your search will take you from the seediest of pool halls 
to luxurious penthouse suites and plenty of odd places in 
between. The people you meet within these establishments 
are equally diverse, at least in appearance. Each one will 
only cooperate in your search if you can beat him/her at a 

game of pool. 

They'll usually 

give you the 

option to play 9 

ball, 8 ball or 

rotation although 
sometimes they 
will insist on 
choosing for you. 
You can also 
just play a single 
game of pool if 
you so desire and 
tweak the match 


You'll run into your fair share of 
sore losers like the hulk (above) in 
the underground world of pool. 


with a wide variety of options. The physics of the 
balls are pretty accurate, although it wouldn't be fair 
to judge until a fully finished version comes this way. 
The game allows for great control of the camera and 
has adjustable difficulty levels and features (such as —~. (4 
a ball path indicator to help you with aiming) that ‘ > = Peter anotdogs 
will let anyone have fun with the game. A nice bonus ie eaaeeviniel 
is the ability to play a music CD of your choice while “ih, 
playing the game. 

Of the billiard sims that 
have come out on the 
PlayStation so far, this is the 
closest yet to the beloved 
classic Side Pocket. Combine 
that with a solid story and 
Backstreet Billiards is a pool 
simulation to look forward to. 
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Destrega 


The rock, paper, scissors of fighting games 


Be sure to check out the detail 
in each environment. 


ast year’s success of Dynasty Warriors 
gE enough reason for strategy genre 

veteran Koei to create another fighting 
game. This year’s offering, Destrega, is not 
only one of the more original fighters encoun- 
tered in recent years, but it also features a 
strong story element—something that most 
developers tend to stray from with these 
types of games. 

Taking place on an enormous, 3D playing 
field, Destrega has two opponents duking it 
out in what could be called a fighting game 
version of Rock, Paper, Scissors. 
Intrigued? Well, each character has 
three types of magic: Fast, Power and 
Span. These magical projectiles are 
hurled toward the opponent with light- 
ning speed, yet are slow enough for 
him/her to nullify the attack with his/her 
own magic. If the opponent chooses the 
wrong defensive magic he/she will get 
hit for some damage. The magic can 
also be blocked, but at the cost of losing 
some health. Everything has its price. 

Finally, the usual repertoire found in 


VR Football 99 


The forgotten PlayStation football game returns 


ecause of its lackluster graphics and 
B: gameplay, VR Football debuted 

with a whimper last year. Hoping to 
make a comeback similar to the surprisingly 


Fighting 12 
80% December 
Koei Omega Force 


The magic used during fights looks quite nice thanks to some 
nifty uses of the PlayStation’s renowned lighting effects. 


all successful fighting titles is present. This includes 
sidestepping, jumping, close-quarter attacks with 
weapons (or bare hands) and plenty of combos. 

Most will be impressed with the way Koei handled 
the design of the game’s fighting arenas. By using varied 
elevations and structures such as bridges and pillars, 
Destrega’s environments are among the most realistic 
and diverse ever seen in a fighting game. All of these 
set the stage to what could be one of the year’s most 
interesting brawlers. 

If you care to give Destrega a try, it will be hitting 
stores just in time for Christmas, and you just might fee/ 
it when it arrives since it has Dual Shock support. 
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VR Sports Padded Cell 


gameplay and artificial intelligence, 

which could compensate for any graphic 
inadequacies if it turns out to be challenging 
and realistic. 


MeCarde 


Shedding tackles and dragging defenders is one of VR 
Football 99's bright spots. 


good VR Baseball 99, Interplay has reworked 
VR Football 99 into an all-new pigskin game. 
Gone are the ugly sprites and neon passing 
arc from the last game, replaced with a fully 
polygonal engine, free of odd gimmicks. 
While VR Football 99 looks much better than 
last year, it is considerably less impressive 
aesthetically ; 
than its 
competitors 
at this point 
in develop- 
ment. 
Interplay 
is stressing 
VR Football 
99's realistic 


Pass COMPLETE TO'TERRELL DAVIS FOR 3 YARDS: 


At the very least there are a few innovative 
options in the game such as the ability to 
shed tackles once in a defender’s grasp and a 
smart camera system that zooms in and out 
as necessary. VR Football 99 has some good 
features; hopefully the gameplay will turn out 
just as well. 
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TACKLEO BY 896. VONNIE HOLLIDAY 
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Like the other football games, VR Football uses quick-cutting camera angles 
to present the game “television-style.” 


“Test Drive 5 is coming your 
way and it looks amazing” -PSM Magazine. 


“The high resolution graphics 
will blow you away!” -PSExtreme 


28 real licensed vehicles — ultra-fast sports cars and souped up muscle cars = 17 real world tracks 
«Killer high resolution graphics mode = 2-player split-screen racing = Shortcuts and alternative paths 
‘Ass kicking soundtrack featuring Fear Factory, Gravity Kills, Junkie XL, KMFDM, and Pitchshifter = 2-player drag strip racing 
= Cop chase mode — you're the cop = More big crazy jumps, wild cop chases, cross traffic and racing mayhem 
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Test Drive is a registered trademark of Accolade, Inc. Test Drive 5 ©1998 Accolade, Inc. All rights reserved, developed by Pitbull Syndicate. All other trademarks are of their respective companies and 
are used under license by Accolade, Inc. PlayStation® and the PlayStation game console logos are registered trademarks of Sony Computer Entertainment Inc. 
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Nectaris: Military Madness 


A trip down memory lane 


give the least advantage while 
mountains and wastelands will 
offer the most. 

While unit placement is 
arranged on a 2D overhead 
map, actual confrontations can 
be viewed in either 2D or 3D, 
although most gamers will 
want to see the melees ren- 
dered in full polygonal detail. 
Thankfully, if the 3D battles 
get too repetitive, the player 


here’s been a conspicuous lack 
of turn-based war simulators on 
the PlayStation as of late. While 
RPG-themed strategy games like FF 
Tactics and Vandal Hearts have risen 
in popularity, most war games have 
gone the real-time route a /a 
Command & Conquer. However, that 
may change with the arrival of 
Nectaris, the sequel to the old 
Turbografx-16 game Military Madness. 

Playing like a streamlined Romance 
of the Three Kingdoms, Nectaris puts you in the role of 
a commander of the Union Army in its ongoing war with 
the Guicy forces. 

The number of options available to you dur- 
ing battle are stripped down to the barest 
essentials—you can move, attack, 
check your unit’s abilities and end 
your turn. While this may seem 
overly simple, there are other fac- 
tors you'll need to keep in mind. 
For example, terrain as well as the 
condition of supporting and 
besieging units will affect the out- 
come of battle. Level ground will 


400% 336) 


Unit movement takes place on 
an old-fashioned overhead 
hexagonal map. 


can always turn them off. 

Already released in Japan, Nectaris will be brought 
to the United States courtesy of Jaleco. Gamers 
needing a strategy fix may want to investigate this 


interesting title. 
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Dragon Force meets Shining Force in Atlus’ new strategy RPG 
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uffering from withdrawal ever since 

you finished Final Fantasy Tactics? Atlus 

might have just the fix you need with 
Brigandine, a new strategy/RPG that could 
mark the return of sleepless nights everywhere. 

Right when peace looked ready to settle on 

the land of Forsena (wouldn't be much of a ) 
game if peace settled, now would it?), the reer sates - od uae 
ambitious General Zemeckis has staged a coup tie ty cceten Ofte ote 
in the central nation of Almekia, plunging the 
entire continent into chaos once again. As one of five 
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Although most of Brigandine is 


strictly 2D, combat is displayed battle takes place 


Official U.S. PlayStation Magazine( 


in all three dimensions. 


leaders of the surrounding coun- 
tries, your job is to unite the land 
through alliances or by force and 
bring peace back to Forsena. 

Each round in Brigandine has two 
parts—the first is to organize. This 
is where you can summon new 
monsters to fight in your armies, 
form your soldiers into units, move 
troops, change their character 
classes, stuff like that. The second 
half of the round is good ol’- 
fashioned turn-based fighting. 

Whenever two armies meet, 


on an enlarged sec- 
tion of the map with 
each combatant 
moving or attacking 
in turn. Everything 
from giant dragons 
to vampires are 
under your com- 
mand, plus enough 
varying strengths 
and weaknesses to keep stat-happy strategy fans from 
leaving their homes for days. Check back soon for the 
review to see if Brigandine is worth the sacrifice of your 
social life—something games like this always require. 


Asmit 
Excuse me for interrupting, 
your majesty, J 
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Psybadek 


More 3D platform fun from the folks who brought you Rascal 


ontinuing in their quest to cre- 

ate a completely original 3D 

platformer, Psygnosis is putting 
the finishing touches on Psybadek. 
Although at first glance the game may 
appear to be a particularly colorful 
snowboarding title, the company is 
quick to point out two key facts: First, 
the characters ride “Hoverdeks,” not 
snowboards, as most levels are completely lacking in snow. 
And second, the emphasis in Psybadek is on thumping bad- 
dies, collecting power-ups and other traditional platform 
elements. Actually, when you get right down to it, the fric- 
tionless Hoverdek action and narrow, rolling 3D levels make 
the game play sort of like a Crash Bandicoot on ice. 

If you think that sounds particularly tough, you're right on 
the money. Most 3D platformers offer up enough challenge 
just in making accurate jumps and other touchy maneuvers 
in 3D. Add to that a slippery, constantly moving character 
and you begin to see that Psybadek is no simple ride. 

Of some assistance is an arsenal of Dek Stunt weapons— 


The game makes extensive use of transparencies 
for areas like this frigid ice level. powerful attacks that are released if the character can land 


a special stunt—and other assorted power-ups and bonuses. 
The developers are also throwing in a whole cast of cartoony anime-influ- 


enced characters to draw in the kiddies 
(not to mention procuring an exceptionally 
hip Vans license), and 
producing a retro-influenced 
soundtrack to keep things 
groovin’ along. 

Although recent Psygnosis 
3D platformers (like Rascal 
and Roscoe McQueen) 
haven't turned out that 
well, a game which 
resembles an extreme 
(and extremely 
popular) sport like 
snowboarding may 
just be crazy 
enough to work. 


Your Game is Wearing My Shoes! 


Although Psybadek’s 

Vans license may not seem 

like much just by looking at 

the game (you'll see the logo 
popping up on characters’ shoes 
and clothing, and that's about it), 
the deal makes for some pretty 
hefty cross-promotion possibili- 


ties. Case in point: The Vans 
Warped Tour (right), a festival 
of extreme sports and music 
which has featured such huge 
skate-friendly bands as Bad 
Religion, Green Day and the 
Mighty Mighty Bosstones. 


CO 
n 
on 
na 
7 
© 
we 
= 
O 
> 
oO 
ie 


reviews 


An early look at the games of tomorrow 


bh 4h Me ee BE si 


Twisted Metal 3 


The third installment in the series that 
created vehicular combat is nearing its 
release. Twelve player vehicles, three Bosses 
(including the return of Minion and Dark 
Tooth), eight-plus levels and a slew of new 
combo moves should make for a satisfactory 
update to the venerable series. Will it compete 
with Vigilante 8 and Rogue Trip? Time will tell. 


Action 1-4 
80% November 
989 Studios 989 Studios 


FIFA 99 


, Sports 1-8 | 


90% December 
EA EA Sports 


Between this and World Cup 98 EA has 
produced a new soccer game every six months. 
Hopefully all of that practice will translate into a 
good soccer game, because Konami's ISS Pro ‘98 
is currently the best PlayStation soccer game out. 
New 

features include 

added moves, 

more detailed 

players and vary- 

ing player sizes. 
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NBA Live 99 


Sports 1-4 10% 
November EA EA Sports 


It's entirely possible that 
this game could be pushed 
back due to the NBA lock- 
out, but EA hasn't made a 
decision. As you can see, 
some of the improvements 
include visible emotional dis- 
plays on player faces. Let's 
just hope that Live 99 has 
better AI than Live 98, or 
these players will really have 
a reason to have those angry 
texture-mapped faces. 


Gex 3 Action 1 Crystal D. 
Q199 Eidos Crystal D. 
These are the first 
screens of the latest addition to the 
Gex franchise. Not much is known 
about the scaly sequel (it’s still very 
early) except that its levels will 
be predominantly poking fun at 
nursery rhymes among other 
things. Gex is also rumored to have 
a sexy—and famous—new sidekick. 


We'll keep you posted. 
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the Battle mode .... 
in the two player. 


“I WILL destroy you i 


“Look here Son, | WILL 
Snmbvdtieste 
aS a seat cushion” 

-Officer J.B.Nightstick 


“We're like totally prepared to like 
on like all umm... 9 


©PEG 96 Limited 4 Parinerehie. ASC Games™ is a trademark of American Softworks Corporation © 1998. 


Dead in the Water™ is a trademark of American Softworks Corporation. 
Dead in the Water™ is developed by Player 1. The ratings icon is a trademark of the Interactive Digital Software Association. PlayStation and the PlayStation logos are registered 


trademarks of Sony Computer Entertainment Inc. All rights reserved. 
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— eAn arsenal of high powered, high tech 
ae customizable weapons and boats- 


all Fully upgradeable. 


eTwo player split screen or Ls 
combat cable link. a 


www.deadinthewater.com 


THERE ARE ONLY 
CLASSES OF FIGH 


GREAT AND 
UNCONSCIOUS. 


CYBER OSCAR 


PlayStation 2S es 
ihe EA SPORTS logo, “If it’s in the game, it’s in the game.” 


Meet Oscar De La Hoya, Cyber Athlete™ and Golden Boy of 
Boxing. Think you can take him for the All-Time, Every-Weight 
Champion of the World? Prove it against a dream card with him 
and over 30 legends including Ali, Sugar Ray and Holyfield. All 
with recognizable faces (beforehand, at least). Let's get it on. 


Knockout 


gee tation 1OGOS are registered trademarks of Sony Computer Entertainment Inc. Muhammed Ali provided courtesy of G.O.A.T. Inc. and Sports Placement Services, Inc. Malibu, CA. All other trademarks are propertyof their respective owners. 
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November N/A lrem 


R-Type Delta 


s the first original R-Type title in four years (since R-Type Leo was released in 
Japan, so even longer ago here in the States) and heir to probably the greatest 
legacy in all of side-scrolling shooting, R-Type Delta deserves—no—demands 
attention. Although the game has suffered numerous delays since a nonplayable 
demo was released way back in 

February, these new screens let you 

know that the time has been put to 

good use. The best news is we finally 
have a set release date—Nov. 19. 

The latest crusade against the Bydo empire lets you choose 
between three ships—the classic R9 and the new RX and 
R13, each with its own unique charged-shot blast, Force mod- 
ule (that spherical power-up that sticks on the front of your 
ship and gives R-Type its awesome gameplay) and “Delta 
Weapon” special attack. Irem has always been known for the 
best 2D graphics and animation in the | 
business, but as you can see it looks 
like they've got working in full poly- 
gons down as well. If they manage to 
combine visuals like these with that 
classic R-Type play, shooting fans are 
in for some serious thumb callouses. 
Rest assured several U.S. publishers 


Fans of older R-Types may recognize many 
elements in Delta, like the charge meter and ieee 
Force module. are drooling just as much as you 


are for Delta; bank on seeing an 
announcement soon. The good ol’ R9 is back (top), along with the R13 (left) and RX. 


RPG 1 100% 


Now (Japan) Enix Tri-Ace 


November 1998 


urrently topping the sales 
charts in Japan is Star 
Ocean: Second Story, the 
latest from the RPG masters at Enix. 
So what is everyone over there so 
excited about? 

In SO: SS, players can play as Look familiar? I'm sure Enix won't mind the comparisons between 


either a young orphan girl or male the look of its new RPG and the 3 million-selling Final Fantasy VII. 
“traveller” lost a long (and I mean 


long) way from home. Most of the game looks like it’s the same whoever you choose, which isn’t surprising 

for a huge RPG like this, but there are some interesting differences. For example, early on in the story the 

girl is kidnapped—if you chose her as your main character you are dragged to your captor’s house and you 

have to escape. But if you chose the boy, you'll see her abduction from his Rerspettve 

and need to set out and rescue her. ) 
Combat is an interesting take on real-time battle systems; the action pauses as you 

give any of your characters specific commands, or you can just set general guidelines 

i for them to follow and let the computer take control. Graphics are also something a 

Beg oes a mr eg 6bit different, with the overworld and rendered 
cs town and dungeon backdrops looking right out 

of Final Fantasy VII, but all the characters and 

t battles using more traditional 2D sprites. 

The two main characters you can choose between are both strong The best news about Star Ocean 2 is that, 


fighters; the boy at physical attacks and the girl with her magic. unlike the original Star Ocean for the Super 
Famicom, it is coming to the United States! The 


company bringing it to the States has not been announced and its release date is 
still unknown, but we have been told to expect it before spring of next year. Yes! 
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04 98 Konami Konami 


Suikoden 2 


ot only does Japan get 
Metal Gear Solid a month 
and a half before us, they 
also get a playable demo of 
Suikoden 2 with every copy! What 
do we get a month and a half before 
Japan? Goazilla: The Movie. Sigh. . . ae i 
Anyway, the follow-up to Konami's : ~ eee ceery | anne 
popular RPG is set to be released ~ | 
this winter in the land of the lucky across the Pacific and is 
looking, well, take a look for yourself. Konami has decided 
to buck the trend toward prerendered and 3D graphics in RPGs once again, instead opting for the familiar 
feel of high-quality sprites and 2D art. 

The demo CD Start Menu offers two choices: New Game and Battle Mode. New game is pretty much just 
what you'd expect from a demo—it lets you play the first section of Suikoden 2 just as it will be in the final 
version. Battle Mode, on the other hand, is designed to give players a better overall feel for the game. It 
starts you off with a full party of six experi- 
enced members, right in the middle of a 
dungeon. The idea is that this way you can 
get a peek at more magic, characters and 
monsters than you get to see in the Story 
Mode. Stealing the show on the demo CD, 
however, is the amazing music. With a full 
orchestra-backed theme complete with a a | | ‘ 

rousing chorus, the intro alone is enough to EARNS za St ay eae 
get you pumped for Suikoden 2. The basics haven't changed much since the first game. 


_ The Suikoden 2 demo cd batt 
you with a full party, so you can get a feel for 
what combat will be like. 


Racing 1 N/A 
December Namco Namco 


hose freaks at Namco must 

have been working double 

overtime this month, 
because just after Star Ixiom they 
announced R4, the (you guessed it) 
fourth installment in their insanely 
popular “Racer” series. What's new 
this time around besides some of 
the best graphics the PlayStation 
has ever seen? How about more than 300 cars 
to choose from (including color variations) and 
eight detailed courses. Other details are scarce 
right now, but one thing 
Namco has mentioned is 
that R4 will include a 
Grand Prix Mode, which 
will simulate various “life 
experiences” like team 
politics. OK, that part 
sounds just a little odd, 
‘ but has Namco ever let 
Namco is stressing the new simulation aspects of R4, but the us down with the previous 


graphics look like they've been getting plenty of attention as well. three racers? Watch for 
more info soon. 


4S are some of the 
seen on a PlayStation... 


itself is a technical wonder’ 
-Next Generation 
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Tm also the only hope to save humanity from 
: pped with the most advanced 


want, 


ein his gut. www.tinytank.com www.mgminteractive.com 


Aeeasteess 


Order direct at store.gtinteractive.com-o Call 1-800-610-GTIS: 


< 


“a — 


Reject the tyranny of gravity with the power of the GEMBlade! Presenting the latest 
in hoverboard technology. The tool by which you will defy all laws... 

including the law of gravity! This is racing in the pursuit of pure adrenaline. 

No authority. No rules. No limits. Just Streak. 


Sy GT Interactive 
PlayStation SINGLETRAC” “ont Software 


® ' 
www.singletrac.com www.gtgames.com www.gtinteractive.com 


Streak, SingleTrac and the SingleTrac logo are trademarks of SingleTrac, a GT Interactive studio. GT and the GT games logo are trademarks of GT Interactive Software 
Corp. © 1998 GT Interactive Software Corp. All rights reserved. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 
The ratings icon is a trademark of the Interactive Digital Software Association. All other trademarks are the property of their respective companies. 


cut your umbilical cord to mother earth 


NEED AHINT? ((°) 1-900-CALL-26 


25 5248) 


(95¢ per minute. $1.95 for lax back maps) Must be 18 years°or 


older or have parents permission to call. touch tom phones only 
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Pull off wicked stunts: 


stoke your confidence & boost your power! 12 maverick Streakers. 12 bad attitudes. 
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Now (Japan) Capcom Capcom 


Capcom Generations Vol. 1 


he first of their upcoming 


series of retro-arcade collec- va ia NBIC 


[AU'Iadt 


~ tions, Capcom Generations a "2 ea je 
waa . . \y ig “wd es 
sta =6V/olume 1 contains most of the infa- | ROUND: 3 
: wane d 1943 ROUND: 3 
“mous vertical shooting “19” series BE Sha) os Min 0 erm {HIRI RE, 
oe ‘5 ” pe p “aap. a dey 
Me (1942, 1943 and 1943 kai) that first = ae NI~ MEN Cas 


YU 3% =-VRRO 
put Capcom on the map almost 14 +e Cut. 


years ago. Numerous versions have 
been attempted for many systems —_ Everything from the game's first and most basic ideas to in-depth 
since then, but it wasn’t until now _retrospectives make Generations a natural for any collector. 

that the games could be repro- 

duced perfectly. The PlayStation’s analog 

controller even makes a great joystick stand-in, with optional dual-shock 

support that gives the trademark loop-de-loops added oomph. 

Aimed squarely at the collector in Japan, CG Vol. 1 also comes packed with 
plenty of extras the otaku crave. Early design sketches, promotional flyers, the 
arcade instruction cards, even profiles of enemy 
planes and ships are all here to aid your nostal- 
gic trip back in time. 

Unfortunately Capcom U.S. has nixed plans to 
bring the collections here, which is bad enough 
already but even worse when you see what's coming up : Vol. 2 Ghost ‘N’ Goblins, Ghouls ‘N’ 
Ghosts, and Super G‘N’G, Vol. 3 Sonson, Vulgus, Higemaru, and Exed Eyes, Vol. 4 Commando 
and Mercs, and Vol.5 with SF II, SFII : CE and SFII Turbo! Doesn't anyone else out there care 
about these games? Write in and let us know, or better yet, write Capcom and let them know! 
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Final Fantasy Vill Star Ixiom 


ou are looking at the first 
shots of Star Ixiom, officially 
the sequel to the old, if not 
“classic” Namco space shooter 
Star Blade. Luckily games have 
come a long way in the last few 


f you're anything like us, you 

can't get enough Final Fantasy 

VIII, so here are a few more new 
shots to tide you over. New this 
month are pics inside the “Garden” 
academy the main characters attend, 
a glimpse at part of the world map, years and Star Ixiom bears about 
the awesome-looking new Effrit ewe : as much resemblance to its on- 
Guardian Force (or Summon Magic 7 mee ) rails forefather as R4 does to Pole 
if you prefer) and some more of the : er eae Position. What Star Ixiom does 
game's beautifully rendered FMV. look like is Colony Wars, which is definitely not a bad thing 
Seifer and Squal don't exactly look (unless maybe you work at Psygnosis). What little we know at this point - 
like best buddies do they? Expect is the final game will have three different modes—Training, Command 
more up-to-the-minute coverage of and Conquest. Namco also promises more than just good looks in this 
FFVIII right up through its Japanese new space combat title, with a combination of shooting and simulation 
release early next year. elements. We can only assume that Namco will be showcasing Star Ixiom 
at the fall Tokyo Game Show, so check back next month for more info. 
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Meet the Critics 


Editor in Chief 

Jet lag isn't amusing, but the 
U.K. is. ECTS is a small trade 
show, but it’s a really laid- 
back and entertaining one. 
Lots of open bars, English accents, cigarettes, 
lukewarm beverages and oh yes, video games. 


Favorite Genres: Sports, Strategy, Action 
Current Favorites: NFL Blitz, Metal Gear Solid, 
Madden NFL 99 

Can't Wait For: Legacy of Kain: Soul Reaver 


Deputy Editor 

Joe spent the last month suf- 
fering awful jokes about his 
promotion to deputy editor. 
He’s heard so much about 
six-guns and Barney Fife that he’s ready to, well, 
shoot someone. Steer clear until further notice. 


Favorite Genres: Adventure, RPG 

Current Favorites: X Games Pro Boarder, Moto 
Racer 2, MediEvil 

Can't Wait For: Legacy of Kain: Soul Reaver 


West Coast Editor 
Suffering through Chicago's 
weather extremes for the past 
two years has made Wat 
really appreciate being back 
in California. Look for him at local arcades in L.A. 
and San Fran where he regularly holds court. 


Favorite Genres: Fighting, Racing 

Current Favorites: Kagero: Deception II, Rival 
Schools, Tekken 3 

Can't Wait For: G-Police 2 


Assistant Editor 
A.K.A. “the new guy.” When 
he’s not playing Metal Gear, 
Mark enjoys writing about him- 
self in the third person and 
thinking about playing Metal Gear. What's this 
“deadline” thing he keeps hearing so much about? 


Favorite Genres: RPG, Action, Adventure 
Current Favorites: Metal Gear Solid, 
Devil Dice, Xenogears 

Can't Wait For: R-Type Delta, Quake II 
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top for a moment and flip quickly 
S through the issue, taking note of the 

game titles as you go. (Um, come back 
when you're done, though, OK? Don’t 
worry, I'll wait.) 

Finished? Did you notice how many of 
those titles have a number after them? 
Tomb Raider III, NHL 99, Rally Cross 2... 
And there are even more unnumbered 
sequels, like Crash Bandicoot: WARPED, 
Colony Wars: Vengeance and even the 
beloved Metal Gear Solid. 

Why is it that the vast majority of new 
games are more or less redone versions of 
already popular titles? Are game developers 
running out of ideas? 

Well, it's a question of priorities. Consider 
the situation from a developer's point of 
view. The video game market is a hit-driven 
market. Games are costing more and more 
to produce, and in turn they require big- 
ger and bigger sales numbers to turn a 
profit. When a developer considers its 
options for the coming year, it has to 
take into account the fact that a 


In last issue's 
Madden vs GameDay 
feature, we accidentally 
named Madden the winner 


in the graphics category— 
the winner should have 
been GameDay. 


Games Reviewed 


Bushido Blade 2.............118 
Colony Wars:Vengeance .98 
Cool Boarders 3.............128 
Duke Nukem: TTK .........130 
Kagero: Deception II .....122 
MediEvil ........................108 
Metal Gear Solid ............90 
Moto Racer 2.................18 


Motorhead.....................122 
NASCAR 99....................106 


& 


by Joe Rybicki 


sequel to a decently selling game is almost 
guaranteed satisfactory sales numbers. 
Stand that up against the cost and effort 
involved in creating a whole new game and 
you can see why sequels so often win out. 

So what can we do about it? Well, in 
many cases we don’t need to worry too 
much. Many developers take enough pride 
in their work to put forth the effort to make 
even a sequel more than just more levels, 
new cars or updated player rosters. 

And as for the exceptions, well, we as 
consumers have to let the developers know 
they need to try harder, both by sending 
them feedback on their titles and by just 
not buying games that are clearly 4a 
shamefully derivative. Perhaps  g 
we can get their priorities 
straightened out after all. 


NBA Tonight....................96 
NHL FaceOff 99 .............120 


Rival Schools .................126 


Rogue Trip....................102 
Running Wild................130 
MOI caiscssecscossessseseesoee ARO 


The Unholy War.............114 
X Games Pro Boarder ...126 


XeNnOgeal ..........s.ceeeeeeeel 2 
Review Recap.................134 


It doesn't get much more simple, yet effective than OPM's five-disc rating system. Very few games are lucky 
enough to get our golden five-disc salute, but if one does, be sure to pick it up! 


Q@O00OC 3 
We would play with road kill : 
before playing this piece of 
garbage. Really, we would. 


Below average. There’s some 7 
fundamental flaws with this 
game, get something better. 


A good title. It’s a fun game 
with some flaws that can 
be overlooked. 


Definitely a top-notch game. 
Very good and well worth 
your time. 


Fabulous! These are the 
games that really make you 
proud to own a PlayStation. 


Monsters: Disciples of Gaia™. Tired Of Saving 
the earth from aliens and think you can 
create a better opponent. Well, here’s your 
chance, tough guy. Combining monsters to 
form new ones is just one of the many new 
features in this enhanced Genesis classic 
coming to the PlayStation® game console. 
The Master of Monsters addiction is back 


to keep you up all night. 
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PlayStation 


Hordes of monsters will be cr@@ged by your 
own twisted hand in the new Master of | 


Featuring: 


@ 


® respective holders. 


Over 200 unique attacks, 
items, and weapons for you 
to kick butt 


Save monsters for 2-4 
player battles 


Engaging environment and 
evolving storyline 


New enchanted magics to 
serve in your quest to save 


For more information: 
www.asciient.com 
Customer Service: 
650-780-0166 


“A unique mufti-player turng@i@ged strategy game” 


©1998 ASCII Entertainment, Inc. ©1998 TOSHIBA EMI. ©1998 SystemSoaft Go. All rights reserved. ASCII Entertainment, Master of 
Monsters: Disciples of Gaia, and the Master of Monsters: Disciples of Gaia t6g@ are trademarks of ASCII Entertainment Software, Inc. 
PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. The rating icon is a trademark 
of the International Digital Software Association. All other brand and product names are trademarks and registered trademarks of their 
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nyone could be forgiven for being skeptical about Metal 
Gear Solid. Ever since its surprise appearance more than a 
year ago at E3, Konami's tactical-espionage adventure 
game seemed to be just about everywhere. Every month 
there were more pictures, articles, interviews, magazine 
covers, T-shirts, posters, demos—it even made Spin Magazine's Spin 
25, a sort of ranking of pop-culture hype, two months running (at #9 
and #7 too!). Few games ever have received as much attention leading 
up to their release, and it was starting to seem like nothing could possi- 
bly live up to the massive expectations all the buzz was generating. 
Being wrong never felt so good. Metal Gear Solid is everything 
you've been hoping for and then some—a nonstop thrill ride that 
grabs you by the throat like a yawning guard and doesn't let go 
right up to the explosive end. 


As most of you probably already know, the main character in Metal 
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series of dramatic videotaped conversations. 


Believe the hype—an instant classic 


ay The substantial background story and 
2 eT % setup for your mission is told through a 
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Gear Solid and your alter ego is Solid Snake, retired member of the 
elite special forces unit Fox Hound and all-around bad-ass mamba 
jambaa. It seems terrorists led by members of Snake’s old unit have 
taken over a secret nuclear disposal facility off the coast of Alaska and 
threatened to launch a warhead if their demands aren't met in 24 
hours; the U.S. government knows Snake is the only man who can stop 
them. As the game begins, he reluctantly agrees to (once again) take 
on the role of one-man army and infiltrate the base with two main 
objectives: 1) rescue two men believed to be taken hostage and 

2) discover if the terrorists really have the ability to launch a nuke— 

if so, stop them. Oh, and did I mention he’s armed with nothing but 

a pack of cigarettes? 

To say that Metal Gear's story is like a great action movie would be 
wrong—you'd be selling it short. 
Its intricately layered plot and 
surprise twists have all the sus- 
pense and intrigue of a Tom 


this injection won't hurt a bit. 
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Clancy novel, making most Hollywood fare seem like ‘Barney's Great 
Adventure’ in comparison. The story unfolds through literally hours of 
speech and realtime cinemas, complete with some of the best voice 
acting ever in a U.S. game. That's right, it’s not a misprint—the voices 
are very well done. The accents, the emotions, everything; Konami 
proves that translating a game into English doesn’t mean voices have 
to become stale or embarrassingly amateurish, but can actually 
(gasp!) add to the experience. Imagine that. 


Just looking at the pictures will give you an idea, but 
when you see the game in motion you'll know—Metal 
Gear Solid is easily one of the best-looking home 
games ever, on any console. The game is 
just overflowing with the tiny details that 
\ leave a lasting impression—the steam 
of breath in the cold, tiny rats scurry- 
ing for cover, slowly fading footprints 


eating their words. 


One of the most unexpected surprises in 
Metal Gear is its innovative use of the Dual 
Shock controller. Konami had one guy whose 
only job was to work on integrating the jolt 
feature into the game, and it shows. People 
who have previously dismissed the rumble 
as unnecessary or gimmicky will soon be 


The fact that all the cutscenes use 
the same engine as the rest of the 
game is a testament to Metal Gear’s 


amazing graphics. 


left in the snow. As for the bigger picture, all the levels, enemies and 
Bosses look fantastic and animate smoothly. Games just don't look any 
better than this on the PlayStation. 

The range of control you have over Snake is just as impressive as 
the graphics; edging along walls, flipping guards, punching and kick- 
ing, crawling, running, using all kinds of weapons and items—every- 
thing is integrated into one tight interface, with no clumsy switching 
into ‘fight mode’ or the like. Of course it takes a complex control sys- 
tem to handle all of this, but the built-in Training Mode makes the 
adjustment quick and painless. With lessons for moving quietly, using 
your radar, and making sounds to distract quards (just to name a few), 
the training missions teach you what you need to know and at the 
same time are so much fun they almost are like a game in themselves. 

So any complaints about Metal Gear Solid? Of course. No game is 
perfect, and despite its five-disc rating there are some areas that 
could stand improvement here. Controlling certain weapons can be 
awkward, especially when you have multiple targets and need to turn 
and aim quickly. Another occasional problem is the game’s automati- 
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A few examples: 

1) A guard flails his arms and legs in an 
attempt to wiggle out of a headlock 

(RUMble rumBLE) 

2) Nasty electric torture! (rUmBleRumBIErUmBle) 
3) Mr. Mantis goes psycho and moves your 
dual shock with his mind (RUMMBLE ... 
RUMMMAMBLE!) 


Metal Gear Solid 
uses every button on 
the Playstation con- 
troller, so the train- 
ing mode is indis- 
pensible for getting 
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cally adjusting viewpoint; most of the time your angle on the action and especially 2, Metal Gear often feels less like you are playing a 
works well, but in sections where you don't have the help of your game and more like you are experiencing one. Slow, brooding music 
radar and must rely completely on what you see around you it can complements the stealth elements perfectly, with the excitement and 
get frustrating. Luckily these are only minor problems, easily over- fast pace of the main theme taking over whenever the action heats 
shadowed by practically every other aspect of the game. up. You can feel the tension as you peek out the tiny slot of a card- 


board box, anxiously waiting for a guard to pass so you can sneak up 
behind and break his neck. Or as you crawl through the darkness of 


What really separates Metal Gear from other high-quality games winding airducts, spying through vents into the rooms below. 
and elevates it to the level of instant classic is its intense atmosphere Sometimes you don't even realize how absorbed you are until an 
and amazing level of player involvement. Similar to Resident Evil 1 enemy unexpectedly spots you and the sudden, jarring noise and 


dual shock jolt scare you so bad you almost 
drop the controller. 

Moments like that, of such close connection 
between the player and another reality, are 
what truly great games can achieve; Metal Gear 


AA C M S k v7 Solid hits these marks like a sniper. 
rs | e n rs | e —Mark MacDonald 
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Low, raspy-voiced hero named Snake story line stop thrill ride 
ties e Amazing graphics and 
whose reputation precedes him: superb controls that grabs you 
¢ Some of the best ideas by the throat 
Low, raspy-voiced hero named Snake ever put into a video game, |_ like a yawning 
whose reputation precedes him sent expertly executed guard and 
alone on mission by U.S. government: doesn’t let go 
¢ Some weapons hard to aim | right up to the 
Low, raspy-voiced hero named Snake e Without radar, view can explosive 
who smokes and whose reputation be frustrating end.” 


Too bad it’s not longer 


precedes him sent alone on mission by 
U.S. government to rescue hostages 
and avert armageddon: 


Has a crappy sequel: 
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E WENT 92 YARDS, BROKE TWO 


TACKLES, JUKED ONE CORNER AND BLEW 
| THE NUMBERS OFF THE FREE SAFETY. 


C’MON, LET THE GUY DANCE. 


Football doesn't get any more real 
than NFL GameDay ‘99. This year, 


we've given NFL GameDay ‘99 a 


stadium full of new features, like 


all-new graphics and gameplay, 


brilliant sportscasting by Dick 


Enberg and Phil Simms, and 


Authentic Football Intelligence,’ a 


new innovation which has players 


thinking and reacting just like they 
do in the pros. NFL GameDay ‘99 
by 989 Sports. Take a few snaps and 
you'll see why it’s the best-selling 


football game around. 
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here aren't that many great PlayStation basketball games, 
so I was really glad to see ESPN take a shot at it. After all, 
/ what little time I spend watching television these days is 

generally monopolized by two of their channels anyway. 
(Sorry, ESPN2 and their programming that consists of the Strongest 
Man Competition just doesn’t do it for me.) 

Having said that, ESPN Digital Games NBA Tonight is the first 
basketball game to top the excellent game presentations implemented 
in EA’s NBA Live series. I suppose that’s one of the benefits of having 
access to loads of ESPN talent. From the SportsCenter-esque intro to 
Dr. Jack Ramsey and Stuart Scott rattling off the commentary, the 
game really draws you into the broadcast-style atmosphere. It really 
feels like ESPN. Now if only the announcers would quit repeating 
themselves so much. There’s only so many times you can listen to 
Ramsey tell you why the Jazz are so good at the pick-and-roll. 

Gameplay wise, NBA Tonight strives to play like a simulation, but 
falls short in this area. It is entirely too easy to drive to the hoop 


ESPN Digital Games makes a credible debut 


Radical Ent. 
ESPN D.Games 
Sports 


against the computer, eliminating any need to call scripted plays or 
bother moving the ball around. For example, I was able to take control 
of the slow-footed Houston point-guard Matt Maloney and make him 
the leading scorer by simply driving to the hoop over and over. And 
this was performed on the most difficult setting against some very 
talented defenses. On the other hand, it also seemed rather difficult to 
fend off the computer offense, but it was usually because too many 
shots (contested or not) fell through the hoop. An alarming number of 
them consisted of circus-like lay-ups that only Michael Jordan could 
pull off with regularity. 

Despite these problems, NBA Tonight is still fun—especially if you 
aren't into simulations. Furthermore, if you play against a human 
opponent, many of these difficulty and AI problems are less important, 
since presumably your friend is smarter than the game. 

All in all, I like NBA Tonight, but there’s no way to overlook many of 
its rookie mistakes. Nevertheless, it’s a good bit of fun, and the ESPN 
atmosphere delivers a showtime feel that all NBA games should have. 
—Kraig Kujawa 


It’s hard to distinguish between players 
due to their similar body sizes (they’re all 
thin) and the smudgy player faces. 
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e Great ESPN atmosphere 


Overall it's fun “Gameplay 
Lots of stats, game wise, 
breakdowns, etc. NBA Tonight 


strives to play 
like a simula- 
tion, but falls 
short in this 


Bad computer artificial 
intelligence 

Graphics aren't quite 
detailed enough 
Announcers are repetitive 


A variety of styles are used to spice up those dunk 
replays (above). 
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Handsome sequel is too frustrating for its own good 


hen the original Colony Wars arrived over a year ago, it 

was so aesthetically advanced at the time that it seemed 
that Psygnosis would be hard-pressed to significantly 
improve upon the original. But lo-and-behold, Colony Wars: 
Vengeance rolls out a year later, and it looks even more 
grandiose. But unfortunately, that doesn’t necessarily mean it’s a 

better game. 


It's very possible—no, unavoidable—you'll die many times on the bat- 
tlefield; but boy will it be a treat for the senses. Make no mistake, 
Colony Wars: Vengeance is a game that will totally immerse you in its 
futuristic world. Huge battleships, beautiful planets, black holes, epic 
explosions and spectacular weapons that abuse the PlayStation’s spe- 
cial-effects capabilities (light sourcing, transparencies) are all done in 
grand fashion. Even more impressive is the fact that CW:V seems to do 
all of it without breaking a sweat since the action moves at a very 
smooth frame-rate. It's quite likely that you'll play the game with your 
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This is the first “Boss” you’ll face. It’s a really 
mean construction ship trying to put together 


a communications relay (above). 


jaw on the floor, because the game has an uncanny way of throwing 
new sights at you just as you think you've seen it all. Further drawing 
you into CW:V's volatile world is the epic soundtrack played during 
combat and the appropriate sound effects consisting of radio chatter, 


weapons fire, explosions, and on occasion, a really cheesy, yet satisfying 
scream of a dying enemy. 


Colony Wars: Vengeance has a much more involved story line than its 
predecessor, thanks primarily to its reliance on a character-based plot. 
The story takes place 100 years after the previous game, and smacks of 
irony since it makes players fight for the forces (Navy) that they were 
sworn to destroy in the original Colony Wars. As the story unravels 
through various bits of very professionally rendered full-motion video 
(and occasionally during gameplay), numerous twists and turns change 
the battlefield dramatically, and thus the gameplay along with it. 
Suffice it to say, the game you started with will be nothing like the 
game you end with. CW:V has several different endings, depending on 
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In some missions, you have to use a 
short-range, but powerful weapon to 
mine crystals from asteroids. Anyone 


remember Sinistar? 
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how you fare, but getting to any of the victorious ones seems harder 
than getting Clinton to tell the truth under oath. 


...But unfortunately, coworkers in the office can. I know this 
because I sporadically screamed violently while playing this game for 
my review. CW:V is truly one of the most frustrating games I've 
played in some time—and I've played a lot. The first CW was hard; 
this one is worse. I don’t have a problem with challenging missions. In 
fact, I welcome them. The problem with CW:V is that it hits you with 
one ridiculously intense mission after another without letting up. Many 
of these missions take a long time to finish due to a laundry list of 
objectives, and if you fail too many of the missions (you will fail any 
mission by not completing all objectives) you are forced to begin from 
the beginning of the “Act.” What this forces you to do in some cases 
is replay whole groups of missions at a time, just so you can get back 
to the one you keep dying on. Furthermore, games can only be saved 
at the beginning of each Act, forcing you to go through that hell 
before you can save your game and turn the PlayStation off. This is a 
ridiculously artificial way of extending CW:V's playtime. 


The most significant addition Colony Wars: 
Vengeance makes to the young series (we're 
sure they'll make another one) is the land 
battles. Surprisingly, there are only five of 
them, and they are evenly spaced throughout 
the game. But maybe that's a good thing, 
since they are some of the toughest missions 
to complete. 

As the game wears on, the terrain tends to 
get more exotic and colorful. Having to deal 
with this weird terrain and fog while worrying 
about hordes of enemy ships and land defenses 
is not a very easy thing to do. Also, missiles are 
less effective since many targets they lock onto 
are nestled behind hills, and sometimes even 
trees. Yes, terrestrial welfare is neat, but it sure 
can be royal pain in the ass. 
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Fortunately, Psygnosis significantly improved the gameplay in 
CW:V—the game’s saving grace. They accomplished this by adding 
land-based combat, enormous end-level “Boss” spacecraft, more 
creative mission objectives, and the tweaking of your ship's energy 
allotment to key systems (engines, afterburners, shields). The imple- 
mentation of the grappling gun allows for a variety of new missions, 
such as constructing weapons and hauling things (such as faulty 
reactors) out of harm’s way. Even more fun is using that same device 
to catch enemies, reel them in and then blast ‘em at close range. 
There’s even a particle beam that allows you to guide it to its target 
once fired via a chase cam. 


So what it all boils down to is that CW:V is a game that has every- 
thing going for it, but is just way too hard for its own good. All it 
needed was a few more save points, and maybe another tame “catch 
your breath” mission or two—things I hope they implement in the 
sequel. Nevertheless, I can only recommend this to players with a lot 
of patience, because I know that I ran out of it while playing this oth- 


erwise excellent game. —Kraig Kujawa 
Box Score 
e Outstanding visuals 
e Immersive atmosphere “It has every- 
¢ Well-executed story thing going for 
. we vidas it, but is just 
way too hard 
for its own 
e Save game system is good. 
maddening 
e Some missions are too 
long and difficult 
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You'll love 
the new 
3-D graphics, 
deadly weapons 
and 


non-stop action. 
Unless, of 


course, you re 
a boss). 


Capcom’s famed video game hero jumps into 
3-D in the most incredible Mega Man adventure 


yet! Tackle classic Mega Man shoot-’em-up 
action...with even more of the huge bosses you 
expect, a riveting storyline, and all the depth 


of the hottest RPG. Explore a vast 3-D world in 
your quest to find the treasure of all treasures, 


the Mother Lode. It’s Mega Man like you’ve 
never seen him before! 


www.capcom.com 


Danger lurks around every corner and frot 
every direction in an action packed 3-D we 
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A fun—but bumpy—ride 


et’s quickly recap the history behind Rogue Trip, shall we? don’t really negate the fact that Rogue Trip is a pretty darned fun 
SingleTrac, the designers who created Twisted Metal and game. The Tourist does add further frenzied action to what is already a 
Twisted Metal 2 (not to mention Warhawk and the Jet white-knuckle game. The levels, though uninspired, do have plenty of 
Moto series) decided to continue their winning ways in spite huge jumps and secret areas to keep things interesting. And the 
of the fact that their break with SCEA left Sony clutching the Twisted graphics, glitches and all, are actually pretty good. 


Metal name and characters, and left SingleTrac with an unnamed OK, but let’s cut to the chase: Where does it fit in with the whole 
engine and a very fine line to walk to avoid trademark infringement. Vigilante 8/Twisted Metal 3 thing? Well, we can't comment on TM3 
And Rogue Trip was born. yet; as for V8, it’s mostly a matter of taste. V8 is far more realistic in its 
The situation is messy, and it’s reflected in the game. Like many level design, and superior graphically. But Rogue Trip is a heck of a lot 
SingleTrac titles, Rogue Trip is sprinkled with graphical glitches. The faster, and overall more fun to control. 
levels seem to be sort of thrown together. And the game itself can’t The uneven vehicle strengths and 
seem to decide between the straight-ahead slaughter of the Twisted even the strangely lopsided sound- 
Metal series and the sort of pseudo-strategy suggested by the use of track (with just one song from a 
the Tourist. (“The Tourist,” claims SingleTrac, “is to Rogue Trip what recognizable artist) make Rogue 
the puck is to hockey.” But basically, if you don't get the tourist—and Trip seem incomplete. But flaws 
keep it—throughout the level, you're dead.) and all, it’s still a pretty fun game. 
Fortunately, like in most SingleTrac titles, all these nagging problems —Joe Rybicki 
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The Tourist (above) rewards the player with 


huge amounts of cash when you deliver 
him/her to various Photo Ops across the 
level. This money is absolutely indispensible 
(“How do you say ‘indispensible’?”), as it is 
needed to repair your vehicle. Without 
repairs, your two lives are history. 
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a j Evil pigs. Hidden paths. Enchanting 
worlds. And man-eating plants. Can you 
believe what Tomba™ has to go through 
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Tomba even more than a BLT on rye.) 
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ecause of the series’ excellent debut a year ago, NASCAR 
99 has some lofty expectations to meet. This year, EA 
seemingly wanted to improve the game’s television-style 
atmosphere and make it play more realistically. They've 
even managed to cram more features into this game’s chassis. But, 
overall, NASCAR 99 doesn't seem much improved—just different. 

Graphically the game is a mixed bag. The 3D cars and environments 
are all very authentic. Each real-world NASCAR track has been meticu- 
lously re-created, and all of the licensed NASCAR vehicles are detailed 
right down to their individual sponsor decals. If you rub bumpers with 
other cars during the race, you can expect to see plenty of flying 
sparks, dented car chassis, tire streaks and maybe even some paint 
liberally smeared against the track wall. There is a little polygonal 
pop-up, but at least the frame-rate is consistently good. That is, until 
you play two-player (the best part of any racing game) where it gets 
considerably more choppy. That's definitely an annoyance when it 
concerns precision NASCAR racing. It’s almost as annoying as the 
horribly dull engine sound. 
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Fortunately, just about everything else in this game that has do 
with precision is handled pretty well. There are tons of ways to adjust 
your car. Players can fiddle with its transmission, tire balance, shocks, 
fuel load and spoiler among other things. If that doesn’t get the effect 
you want, you can go into the game’s overall settings and artificially 
tweak the way the game plays. If you're playing a long-winded season, 
making these subtle car tweaks to accommodate certain tracks can be 
very important. Obviously, this is a high-maintenance game, but if you 
feel like stepping away from the simulation aspects, there’s an Arcade 
Mode that dummies things down a bit. 

If you're looking for a serious race car simulation, or are just a 
NASCAR fan, you can't go wrong with buying this game. EA has made 
a few improvements here and there, but there are still a few problems 
left to be tackled. But in the end, how can you argue with 
a racer that has a music soundtrack that features Stevie Ray Vaughn, 
Joe Satriani and get this—the 
Delaware Destroyers? 

—Kraig Kujawa 


Grease monkeys should be pleased with all 


of the car adjustments available (left). 
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How can you go wrong with guys named Bob and 


Benny doing the in-game commentary? (above) 
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INTEGRATED 
JOYSTICK +GAMEPAD. 


The time has come for 
you to play in ways you 
haven't dreamed about. 


The mindbending 

new GameStick for the 

PlayStation game console, 

from CH Products. 

All in one. Dual-analog. 
Deadly accurate. 


It’s your time to play. 
For the rest, 
it’s time to pray. 
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t's nice to actually be pleasantly surprised by a game 

for once. When I saw MediEvil at last year’s E3, I thought 
it looked nifty—but I figured the developers probably 
thought so, too, and hence would never bother going much 
deeper than the flashy effects and a snappy title. I was way off. 

MediEvil has turned out to be what's becoming a rare thing these 
days: a wholly competent 3D update to a classic game. In this case, 
the classic in question is Ghouls ‘N’ Ghosts (with perhaps a bit of 
Castlevania thrown in), and although MediEvil claims no direct 
relation, the resemblances are undeniable. 

The designers have managed to maintain the focused gameplay of 
side-scrolling platform adventures of old by dividing the free-roaming 
3D levels into narrow pathways, which keep our undead hero Sir 
Daniel Fortesque moving right along in pursuit of his goal, a confronta- 
tion with the evil wizard Zarok. 

Most levels must be completed in a more or less predetermined 
order, but once completed Sir Dan may return to past areas to search 


Beautiful, humorous and classic 


At the Hilltop Mausoleum, Sir Dan will encounter 
the Stained Glass Demon (above), easily one of the 
coolest-looking monsters ever seen in a video 
game. If Dan has the right weapon, though, he 
turns out to be not nearly as tough as he looks. 
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for secrets—some of which will not become available until he gains 
access to new weapons and abilities. This balance of linear and non- 
linear gameplay makes MediEvil wholly manageable. 

On top of this, the presentation is absolutely spectacular. The envi- 
ronments are colorful without being childish, the animations are top- 
notch (especially Dan's hysterical gallumphing gait), and the sound is 
perfect: The music brings back memories of The Nightmare Before 
Christmas, and the sound effects, especially in dank areas like the Ant 
Tunnels, can get downright creepy. 

And although objectives rarely evolve beyond “Get to the end of the 
level alive,” the game actually 
includes some satisfactory puzzles. 
With only some slowdown prob- 
lems and the occasional monoto- 
nous area holding it back, MediEvil § 
may turn out to be this Halloween’s 
yummiest treat. —Joe Rybicki | 


At one point during the Enchanted Earth 
level (above), Sir Dan has the opportunity 
to summon a witch, who—if he chooses— 
will shrink him to the size of an insect and 
send him on a quest against the vicious Ant 
kingdom, where he will eventually confront 


the immense Hive Queen (left). 
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s the first straight RPG from Square since the record- 
breaking Final Fantasy VII, Xenogears had some Titan- 
sized shoes to fill—but fill them it does. Make no mistake, 
Xenogears isn't another Final Fantasy with a fresh coat of 
paint slapped on, but an original and enjoyable game in its own right. 

Many games have tried using a combination of 3D environments and 
2D characters recently, but Xenogears pulls it off better than ever 
before. Outstanding texture work and modeling have created a 3D 
world that is just as rich and detailed as any great 2D RPG, and give 
the in-game cutscenes a dramatic, movie-like quality. However, there is 
one problem with the graphics; sometimes, as you explore a town or 
dungeon, the game is so “zoomed in” on your character that it’s hard 
to tell where you're going, even with the on-screen compass. 

Other potential drawbacks to Xenogears really depend on what type 
of gamer you are. There can be long stretches between battles as the 
plot unfolds (and you button-mashing scene-skippers are out of luck), 
so some patience and definitely an appreciation for story are required. 
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Luckily the memorable characters and amazing scope of Xenogear’s 
story line make it easy to enjoy. But it isn’t easy to beat; Boss encoun- 
ters are frequent, and are usually so tough that you need to have the 
latest armor and weapons and actually plan your attacks. Personally, 
after quite a few less-than-challenging RPGs, it’s nice to play one 
where saving your game really means something. 

Speaking of combat, Xenogears features a clever update to the tried- 
and-true turn-based menu system, giving you the option to “save up” 
your moves for special attacks and combos. Battles take place both 
between giant “gear” robots and normal characters (and are slightly 
different for each), which adds some nice variety. 

Any role-playing-game fan willing to commit to a huge and challeng- 
ing adventure will definitely enjoy Xenogears. It only proves again 
what we already know; that Square 
is about much more than just Final 


Fantasy games. 
—Mark MacDonald 
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In Xenogears you need to not only equip 
your characters with the latest weapons 
and armor, but also regularly outfit your 
“gear” robots with new parts. 
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he concept behind The Unholy War is a great one, and 
definitely overdue for an update—mix turn-based strategy 
and real-time action for a game that combines all the 
brains of chess with the quick reflexes of an arcade fighter. 
Sounds great, doesn’t it? Unfortunately, as we all know, great ideas on 
paper don’t always live up to their full potential in the final product 
(Blasto, anyone?). Such is the case with The Unholy War. 

The graphics are simple but functional; outside of a few attack 
effects most of the game looks rather plain, but thankfully allows the 
combat to keep a steady and smooth frame-rate. The real problem 
with the visuals are not the graphics but the game’s characters. Like 
a fighting game, Unholy War relies a lot on the distinctiveness and 
personality of its combatants, and the results are disappointing. 
Certain characters (for example, the lizardman or buzzsaw-tossing 
robot) appear so generic and uninspired they could have walked out 
of any other game, TV show or crappy 1960s movie. Also, in trying to 
combine strategy and action elements, Unholy War compromises both 
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A lot more fun with another person 


Power-ups like the superjump occasionally fall into 
the combat arenas and can turn the tide of battle. 
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to a certain degree. Neither mode of play is lacking to the point of 
annoyance, but both seem oversimplified, without the depth and 
polish that could have made the single-player game intense. 

So what makes Unholy War worth checking out despite all of this? 
Simple—the two-player game is a blast. With the option to play the 
full strategy game or just the one-on-one battles, you can’t sit down 
with Unholy War and a friend and not have a good time (unless you 
are a controller-tossing sore loser, and even then you'll secretly enjoy 
it). The battle arenas are all unique and well-designed, with tele- 
porters, obstacles and other variables to add that essential X-factor 
to each battle. 

As you can tell from the rating, 
Unholy War is not a bad game 
really, it’s just that its problems 
are a constant reminder how 
much better it could have been. 

—Mark MacDonald 


In addition to three different attacks in 


Combat Mode, each character has one 
special ability he/she can use on the 
gameboard. Here Killcycle suicides, 


injuring everyone around him. 
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e Plenty of interesting makes Unholy 
battlefields War worth 

e Option to play full strategy checking out 
game or just combat action 
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An exceptional game, for better or for worse 


s one of the more vocal evangelists of the original ments that don’t translate well to PlayStation hardware), but I don’t 
} Moto Racer, I had extremely high hopes for the sequel. have to like it. It’s especially reprehensible when you consider that the 
And I have to say that overall, I'm mostly impressed. game's amazing engine would have done just fine with shaded polys. 


Just not in the areas I'd expected. Allow me to explain. Yes, the engine is amazing—much faster, easier to control and more 
The original Moto Racer was an extremely good-looking game with a _ realistic than the original—which under normal circumstances would 
solid racing engine under the hood. It lacked some of the depth of balance graphical problems sufficiently. Unfortunately, the environ- 
other racers, but made up for it with the beautiful analog controls and ments are so dense that the grainy, muddy graphics actually make the 
the variety that resulted from throwing together equal numbers of game unnecessarily challenging on some levels. Also disappointing are 
tracks for dirt bikes and street cycles. the severe limitations of the Track Editor, which has geometric con- 
The sequel adds to that formula even more tracks, a higher level straints that prevent the player from creating truly insane levels. 
of challenge overall, a gruelingly realistic Simulation Mode and even Still, the more realistic levels 
a Track Editor. So by all rights Moto Racer 2 should bring in as good (especially the inclusion of lots far] Cr eras, pyc me (Y Azam 
a score as the original, right? Well, it’s not that simple. of hilly terrain) make for a great 7 
First of all, this is the first sequel I can think of that’s taken a signifi- racing experience. It's still an A 
cant cut in terms of graphic quality when compared to the original. I exceptional game. It just could 
understand the reason for this (the game is native to the PC, and 3Dfx have been better. 
cards rule the market, making for some seriously detailed environ- —Joe Rybicki 
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to use, but unfortunately limited when it 
comes to putting in things like breakneck 
hills and insane jumps. | wish they would 
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c 
= oe fo) @ ie) x= 
ss RETA) 
D =a “This is the 
a e It’s FAST, man! first sequel | 
> act top-notch — can think of 
ef ° Dual- support lets that’s taken a 
ad ou feel when the bike is ae 
ca nning to slide significant oo 
5 ¢ More realistic, hillier in terms 0 
courses graphic 
quality when 
© Ugly-ass graphics actually | ‘compared ba 
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© Limited Track Editor 
e Cheesy lighting effects 


Although | liked the inclusion of variable time of 
day and weather conditions, | found the headlight 
effects (above) incredibly corny. People, if you’re 
going to do lighting, do it right, for Pete’s sake! 
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Is there enough improvement to topple NHL 99? 


a: Pla 


frat 
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rom beginning to end, FaceOff 99 looks sharp. The 3D 
graphics are very crisp, and the player detail has been 
increased considerably (they say 25 percent more polygons 
per player). Furthermore, the players control smoothly and 
the gameplay moves fast—almost too fast at it’s default 
setting. Thankfully, FaceOff 99 has an option that allows you to subtly 
tweak the game speed so that you can slow or speed it up to your liking. 
While FaceOff 99 is noticeably tougher than last year, it seems that the 


Here’s some of that television-style presenta- 
tion you keep hearing about (above). 


computer is “cheating” a bit to keep the scoring down. I can consistently Pros Cons 
get to the net easily, but when I shoot, it seems like there’s a brick wall e Fast and e Questionable 
assisting the goalie. The biggest improvement is probably FaceOff's all- smooth 3D computer 
new “television-style” presentation. Quick camera angles, player close- graphics intelligence 

“ e Improved ¢ Sound could 
ups and lots of statistic overlays provide the visuals while ESPN announc- presentation still use some 
er Darren Pang and play-by-play man Mike Emrick make the calls. ¢ Plenty of improvement 
Unfortunately, there is still not enough stadium music and raucous crowd options 


noise—the stuff that helps makes a hockey game so intense. 

Overall, FaceOff 99 looks and plays better, and so I can definitely rec- 
ommend this to hockey fans not worried about gritty realism. But I do 
suggest that those looking for a simulation should wait for OPM to take a 
look at NHL 99 before making a decision on a hockey game. —Kraig Kujawa 
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Your mind must be as sharp as your sword 


ushido Blade 2 is again destined to be a sleeper hit, but not 
for the reasons you might think. The first title took people by 
surprise with its realistic methods of wounding opponents and 
the notorious one-hit kills. There was also an underlying flow to 
the game that captured the balance of Yin and Yang, the balance 
of offense and defense. The sequel offers the same basic feel with a few 
exceptions. Everything from the pace of fights to the sparse ambient 
sounds reflect a deliberate attempt at heightening the tension you feel 
during fights. The only drawback is that most of the environments you 


When equipped with the katana, certain fighters 
have the ability to attack as they unsheath their 
blade. Very cool. 


Pros Cons 
* Good anima- e Average 


tion of graphics fight in are bland and limited in running space. 
characters e Limited The compromise in backgrounds is due to the bigger polygonal builds of 
° Nice ambient SIenas the characters who now benefit from a wider range of animation. Although 


sound effects © No leg injuries 
¢ Lots of 
characters 


ooo 


they move well, the lack of detailed texture maps on clothes makes 
Bushido 2 look more like a step back. Because of all these differences, 
many fans will not embrace it. It’s true that the graphics and environments 
are not as compelling as the first, but I guarantee you'll appreciate the 
improved fighting mechanics and replay value if you play Bushido 2 with 
the same open mind as when you played the original. The gameplay 
engine is deeper and better defined, making it a much more realistic 
simulation. Give it a try. —Wataru Maruyama 
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Kagero: |i 
Deception II\@ 


was a mild fan of the original Deception simply because it 
was different than anything I had played before. Deception 
II improves on every interesting element of the original and 
adds a host more, resulting in a powerful gaming experience. § 
The basic game involves setting up traps and killing whoever § 


happens to be in the wrong place at the wrong time. As you gain points 20 gee Via Box Score 
(called Ark), new traps will become available to you. Different traps can Pe jygan't fealty be ; 

be developed depending on which ones you have in your arsenal, andit 

will take you several runs through the game to try them all. Completing : 

the game gives you access to more traps—although certain secret ones 


can only be unlocked through very specific means. 
The story can also change depending on your actions, resulting in six 


A brief mother and adopted daughter inter- 
lude, “Go kill the humans who are invading 
the castle ... and don’t forget your lunch.” 


Lots of e Convoluted 
replay value Story 

Trap Combos ° Buggy graphics 
¢ Good Music 


possible endings. The plot of Kagero is out there, but it’s the individual © Simple and 
people you encounter and their unique stories that really leave an impres- addictive 
sion. There’s one particular warrior who believes the cure to his son’s ill- gameplay 


ness is hidden in an idol. Suffice it to say you can’t let him have it and 
once you do away with him, you must decide whether to let his wife and 
child leave the castle alive. Truly gut-wrenching and highly recommended. 

. —Wataru Maruyama 
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ikes. When Gremlin decides they want to make a racing 

game for the veteran video racer, they don’t mess around. 

Motorhead (no relation to the umlaut-sporting band of the 

same name—sorry, Lemmy fans) is a fast, fierce racing title 
that is most definitely not for the timid. 

With only 10 different vehicles and eight different tracks, variety is not 
Motorhead's strongest suit. But the moody, atmospheric tracks (progress- 
ing from a dense, foggy night into early morning hours and beyond) and 
the convincingly futuristic environments are a refreshing change from the 


The tracks, although somewhat limited in number, 
are cunningly designed, with branching paths that 
often lead to dead ends. Ouch. 
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e 60 fps, man! e Challenge may 
¢ Interesting be too much staple racing environments. What's most exhilarating, however, is the 60 
environments for some frames per second this game jams down your throat. Racing at this speed 
si we : spe on the exceptionally narrow tracks would be challenging enough; but 
ae _—e ” then Gremlin had to throw in obstacles like toll booths and misleading 
enge ¢ Touchy controls 
dead-end paths to make things more interesting. 


All this, plus the sheer power of the opponent cars (which can be nulli- 
fied a bit by choosing the “Catch Up” option on the well-rounded Option 
Screen—if you don't mind cheating!) make Motorhead one of the most 
grueling racing games I've seen in some time. It’s well worth a spin to 
see if you're up to the challenge. 


—Joe Rybicki 
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Schools 


A lesson in fighting you won’t soon forget 


hat kind of twist can Capcom possibly put on this latest 
offering that will continue to appeal to fighting fans? On 
the surface, Rival Schools seems to be a mix of Street 
Fighter EX and X-Men vs. Street Fighter, but a closer inspec- 
tion reveals many nuances both subtle and overt that distin- 
guish it from those two. The overall timing of attacks is quite different, 
although buffered combos still act in a similar manner. Some of the more 
interesting additions to Rival Schools are techniques seen in non-Capcom 
fighting games, like fall recoveries both on the ground and in midair. 
New fighting moves aren't all you'll find in Rival Schools. You have a 


You can call in your teammate for some 
added muscle or just a pep talk. A friend 
can be your partner on the Evolution disc. 


Pros Cons 


e Fast and furi- e Could use more 


nice selection of play modes like Arcade, Training, Versus, Team Battle, ous gameplay graphic polish 

Tournament and a special PlayStation mode allowing you to have a sec- ¢ Many skills e Could have 

ond player control a character on your team. Great character designs and to master been packed 
— y oe g ¢ Lots of options into one disc 

art are a given for Capcom games, but Rival Schools outdoes the usual spread out over 

standard of high quality. You'll be treated to neat illustrations during two discs 


loading screens and have the ability to view them all once you unlock it AKIRA 


as an option. I've felt that the basic formula hasn't strayed far enough My brother would never disappear without 

' ‘ . ‘ telling me anything. You should know 
from what we've seen with recent Capcom fighters. Fortunately, Rival sic des ce colic So 2) So © e 
Schools goes the extra mile and then some. —Wataru Maruyama 
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This boarder borders on brilliance 


ast month, we asked the question, “What does ESPN know 
about video games?” This month, with X Games Pro Boarder, 
we learn the answer: a whole damned lot. Perhaps more to the 
point, ESPN knows a whole damned lot about snowboarding, 
and shows off their knowledge by throwing in some top-shelf 
names from the world of boarding, like Peter Line and Jamie Lynn (com- 
plete with bios and some candid off-the-slopes photos), and focusing on 
the most popular elements of the sport. 
With this in mind, the competitions include immense jumps, death-defy- 


Immense air like this makes for some seri- 
ously twisted replays. This fella’s headed for 
that rail slide below. Think he’ll make it? 


Pros Cons 
¢ Broad, realistic e Frame-rate's a 


courses bit slow ing rail slides and so on. More importantly, however, is the fact that the 
e Great graphics e Limited trick downhill areas are extremely broad, allowing the player to choose his/her 
: tiara i : oe own path and making for a very realistic feel—something the Cool 
_ Ani aiy priate wee Boarders series has never managed adequately. Add to this the excellent 
. boarder animations and overall graphics, not to mention the amazin 
Great music! trick execution grap g 


soundtrack (featuring such skate punk all-stars as Pennywise, NOFX and 
even underground faves Bouncing Souls—all in easily recordable Red 
Book audio format), and you've got one well-rounded boarding game. 
Sure, the frame-rate could use some work, and the game could use a 
few more tricks and more consistent trick controls. But all in all, it’s easily 
the best boarding game I've seen yet. —Joe Rybicki 


6000 


Choose Your Path - 
5 Different Endings 


SNOOCEF... 


RA eae 


EVERYONE - 


¥ : = = | Acer? PlayStation 
4 = (ESRB 


G. Darius ©1998 Taito Cofperation. THQ TM 1998 THQ INC. PlayStation and,PlayStation logos are registered trademarks of Sony Computer Entertainment Inc: 


Reviews 


The final word—official and unbiased. 


Cool 
Boarders 3 


More tricks and tracks, but less fun 


nowboarding is finally getting its due. With two games for 
review this month and at least two more on the way, it’s 
finally reaching the degree of recognition of some of the 
country’s older sports. The good thing about this is that 
boarding fans have a wider variety of games to choose from. 
The flip side is that Cool Boarders, the game that started PlayStation’s 
snowboarding craze, just doesn’t quite stack up anymore. 

Granted, Cool Boarders 3 retains some of the things that made the 
original such a blast to play. Long, fast, life-threatening courses are the 
norm here; this time the different events range across the face of one of 
three mountains, each with its own character and look. A truly staggering 
arsenal of tricks and trick combos are available, as well, which can lead 
to some seriously sick aerobatics. 

But the tricks are even more artificial than before; now you can’t 
even pull off a simple backflip without some awkward button-fumbling. 
The result may look more impressive, but the tricks are far less intuitive 
to perform than they need to be. And goofy-looking characters, jerky 
animation and some serious track design flaws hurt this one badly. 

This one’s for you only if you can’t bear to give up your familiar 
snowboarding game. —Joe Rybicki 
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Developer SME a 7 a 
Publisher Activision g STEALTH ASSASSINS ; 
Genre Adventure 


Patiently wait until the guards turn the other 
way before cutting them open. Pretty sneaky, sis. 


Cons 


Pros 


Publisher _ 989 Studios Analog Controller 
Genre Sports oe 
" ; ry a [ws _ 


¢ Great music ¢ Horrible voice 
e Challenging acting 
levels ¢ Bad camera 
e Stealth ninja angles 
action ¢ Imperfect 
enemy Al 
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Developer Idol Minds 


—TaCKS 


Get hung up on obstacles like this Falling 
Ice sign (left) enough and you’ll be ready 
to throw your controller off a cliff. 


Pros Cons 


e Long, fast, life- | ¢ Tracks still too 
threatening narrow 
tracks © Goofy charac- 
e Lots of tricks ters, inferior 
e Wide selection animation 
of licensed e Some serious 
boards track problems 


Silent and deadly 


raditionally, video games have focused solely on the action side 
of ninjas. Tenchu takes a more realistic approach by empha- 
sizing the stalking and assassination aspect of the shadow 
warriors. It’s quite a thrill to swoop down from a roof onto an 
unsuspecting guard with blades drawn. 

But no one said it was easy being a ninja, and Tenchu packs in plenty of 
challenge. After every mission, you'll be given a ranking from Novice to 
Ninja. The more closely you follow your objectives, the better the grade. 

One standout feature of the game is the phenomenal music, which 
isn't much of a surprise considering this was originally a Sony Music 
Entertainment title (they made PaRappa) in Japan. It’s a masterful blend 
of Japanese flutes and string instruments set to a modern beat. 

But Tenchu is not without its share of problems. The enemies aren't too 
bright and are pretty easy to shake. Camera angles are sloppy, with tight 
corridors being a virtual death trap because you can’t see your character 
when multiple enemies attack. And last, but not least, the voice acting is 
incredibly cheesy. But it’s easy to accept these flaws, because Tenchu is a 
whole lot of fun and a definite change of pace from the horde of generic 


third-person adventure titles. Just be careful where you pick your fights. 
—Wataru Maruyama 
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Ever feel like driving a Porsche®? Want to? The Alps Gamepad tor the Piaystanonigame console 
offers you the power, performance, and handling you've been waiting sor im a SIPeK, Nigh; Tech, 


inely-tuned and tested controller designed by professional game players f0)meer the cemancing 


L 


St 


eds Of foday s gamers. 


Reviews 


The final word—official and unbiased. 


{1 1or2 
=f: Players 


& Memory Card 
2 1 block 


n-Space 
GT Interactive 
Action 


; PlayStation{ © 


Duke Nukem: 
Time to Kill 


ore like the bastard child of Duke and Lara Croft, Time to Kill 
manages to successfully bring the Duke franchise, such as it 
is, into the realm of the 3D adventure—more or less. 

The environments, although extremely blocky and grainy 
and reminiscent of first-generation PlayStation titles, still pos- 
sess a real-world charm, now magnified by the inclusion of varied time- 
period themes (especially amusing is how the Duke’s—and the enemies’— 
outfits change depending on the time) for every huge level. There ain't 
nothin’ like clearing out a medieval cathedral with a Holy Hand Grenade! 


eile 


Duke can visit the obligatory strip joint, 
which he calls “my home away from 
home!” Just be careful not to cap the 
babes, or you’re in for a world of hurt. 


fe) Ge yao) a 


Unfortunately, the controls are just plain awful. Duke moves and turns ¢ Duke rocks ¢ Duke looks 
like a crippled Lara Croft (although quite a bit faster with the game ¢ Duke roams like 
speed set to high), and little things like his inability to grasp a ledge at celtic gg ’ ag controls 
any kind of angle makes simple jumps frustrating. Analog control is . apihena Ae - Fhcike’s actualy 
included, but should be avoided at all costs. It’s possibly the worst use loads of new politically 
of analog I've seen yet. moves incorrect 


But other than that, it’s all I would have expected from a 3D Duke 
adventure—meaning vulgarity, violence and political incorrectness at 
every turn, lots of nasty nasties and a whole lot of gritty humor. It's worth Wa 
a look for any Duke fan. —Joe Rybicki 
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Universal 
989 Studios 
Sports 


ay ~ Analog Controller 
ye; Compatible 
ee WHITE O/) 
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t sounds like a good idea, at first: a racing game with players 
controlling, not cars or hovercraft or boats, but simply their 
own two feet. It’s only when you actually sit down with a 
game like Running Wild that you realize that footraces just 

aren't that much fun. 

Universal tried to spice up the action a bit by throwing in animal-based 
characters, each with attributes supposedly representing those of its 
corresponding creature. They added power-ups, turbo pads, spring- 
boards, lava pits and tornadoes. They gave each level a Boss that, 


Pick-ups like the Ice Bomb (right) can 
seriously screw your enemies while leaving 
you free to move up in the rankings. 


fo) @elae) a= 


e Interesting idea | ¢ Controls are 


¢ Colorful levels WAY too once beaten on Hard difficulty, became playable. But they just couldn't 
and characters sluggish overcome the fact that footraces are just inherently uninteresting. 
¢ Not many tracks Now, this doesn’t kill the game completely. It’s actually interesting to 
» Ucar’ pick up and play for a while. As such, it would probably make a more 


than satisfactory rental—especially for that hard-to-shop-for youngster or 
significant other, considering the cartoony, unoffensive style of the game. 
But the horribly sluggish controls make playing past the first level of 
difficulty more of a chore than it’s worth. The ho-hum rewards for com- 
pleting a circuit (four additional tracks overall and then the ability to play 
as the Bosses) just aren't worth the hassle. Sadly, it doesn’t seem like that 
much of a loss. —Joe Rybicki 
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SMASH ‘em while Freefalling! 


FEED the beast some Meat! 


euvves > 
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MOW ‘em down on Your Jetbike! 
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Available NOW! Ry 
Exclusively for the PlayStation®, game ino | 


Call 1-800-INTERPLAY or go to WWWiinternlaycom 
immiitigcmiilitiai cian” 


© 1998 Shiny Entertainment, Inc. All Rights Reserved. Wild 9, the Wild 9 logo, Interplay, the Interplay 
logo, and “By Gamers. For Gamers.”are trademarks of Interplay Productions. Shiny, the Shiny logo and all related 
characters are trademarks of Shiny Entertainment, Inc. All rights reserved. The Aladdin video game is a co-production of 
The Walt Disney Company and Virgin Interactive Entertainment. Published and distributed by Interplay Productions. 
All other trademarks are properties of their respective owners. PlayStation and the PlayStation 
logos are registered trademarks of Sony Computer Entertainment Inc. All rights reserved. 
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_ ¢Feators of 
Earthworm Jim, Aladdin and 
MDK interactive games. 
introduce their next 

big hit - . You 
Play Wex Major, Wild 9 
leader, Punk earthling. 

and bad guy exterminator. 
So fire up the Rig, the 
ultimate weaPon and torture 
device. and make Your 


enemies scream for mercy! 
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Review Recap 


The final word—official and unbiased. 


A roundup of the most notable games of recent months 


C: The Contra 
Adventure 

Think Konami learned a lesson 
from the horrendous Contra 
3D? Think again. Unbalanced 
gameplay, shoddy graphics 
and overall messy design make us hunger for the 
16-Bit days. The bottom line? Don’t bother. 


OPM Rating OOOOO 


Gran Turismo 

If you haven't played Gran 
Turismo yet, you're missing 
out on something. Specifically, 
you're missing out on the 
greatest racing game yet to 
arrive on any system. Want to jump right into a 
fast and furious race? Arcade Mode is just your 
thing. Care for more of a realistic simulation 
experience? GT Mode will have you spending 
hours in front of your TV trying to shave millisec- 
onds off of your score. With 166 different cars, 
you even stand a good chance of driving your 
own model! Don't miss this game. 


OPM Rating @OOOO) 


Grand Theft Auto 
This is one game that’s been 
stirring up controversy on both 
sides of the Atlantic. You oh 
the role of freelance gangster, 
stealing cars and performing 
various other highly illegal activities. What's 
surprising is that, in spite of the sickening graph- 
ics, shallow missions and morally reprehensible 
premise, the game can actually be a blast to 
play. A rental, at least. 


OPM Rating @@OOO 


ISS Soccer '98 

Quite simply the best soccer 
game available for the Play- 
Station (in the States, anyway). 
There's no World Cup license, 
but who needs it when you've 
got top-notch controls, incredibly lifelike anima- 
tions and challenging AI opponents. Goaaallll! 


OPM Rating @©OOOO 


graphic style is the icing on the cake. 


OPM Rating OOOOO 


Madden NFL 99 
Simply the deepest, most real- 
istic NFL football game on the 
PlayStation. No, it may not 
have the graphical punch of 
its major competitor, but it’s 
got the stuff where it counts. This excellent 


pigskin simulation is the ideal choice for the 
die-hard football fan. 


OPM Rating @OOOO 


Mortal Kombat 4 
The newest addition to the 
MK saga is a surprisingly 
adequate port of a very high- 
performance arcade game. 
The inclusion of free-roaming 
arenas and the ability to pick up weapons add 
some much-needed innovation to the aged 
series. Some unresponsive controls mar the 
experience, as does the frequent disc access. 
Nevertheless, it’s a solid addition for any MK fan. 


OPM Rating OOOOO 
NCAA Football 99 


A development team all its 
own (for the first time since the 
inception of EA’s college fran- 
chise) has made NCAA 99 one 
hell of a college football game. 
Excellently challenging AI, loads of options and 
great polygonal graphics make this one a winner 
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Activision Classics 


: Playstatio 


Kartia 

One of the most all-around 
enjoyable strategy RPGs to 
come around in quite some 
time, Kartia takes a simple rock- 
paper-scissors battle system and . 
adds enough variations to make every battle a 
supreme exercise in careful tactics. A great, unusual 
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included some historic material though. 


Retrogaming really brings out some mixed emotions, and 
Activision’s latest entry into the genre really demonstrates why. 
Just about every game in this huge compilation just isn’t very fun 
any more. That’s right—Stampede, River Raid Il, Atlantis, Dragster, 
Enduro, Dolphin, Laser Blast and a majority of others are all just 
crap now. Furthermore, it’s amazing that many of us were so 
entranced by some of these games of yesteryear. There are a few 
games that are still a little fun (Pitfall, Freeway and Fishing cet! 
but you'll probably get sick of them once your nostalgic f 
feelings subside. To their credit, Activision did their best 
to make this compilation worthwhile. There are 30 games 
on the disc, and each game retains all of their different 
game modes and features. It would have been nice if they 
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Spyro the Dragon 


on all counts. And although the frame-rate could 
use a boost, EA's 32-Bit football games have 
always been about realism over action. Nice job! 


OPM Rating OOOOO 


NFL Blitz 

"Oh, that HAD to hurt!” 
Midway’s smash arcade hit has 
finally hit the PlayStation, and 
to everyone’s surprise the con- 
sole version actually more than 
does the arcade version justice. Throw in Dual 
Shock support and Tournament and Season 
Modes and you've got one excellent port on your 
hands. Fast, addictive, brutal and just plain fun. 


OPM Rating ©0000) 


NFL GameDay 99 ff MED AY 
Still fighting head to head with 

Madden, GameDay takes the dp 
looser, more arcade-y route to 
gridiron glory. Crisper graphics, 
more detailed polygonal mod- [iii 
els and more thorough player animations are just 
the visual updates; the AI has been tweaked as 
well, albeit not as much as one would hope. Still 
one of the best football games available. 


OPM Rating @OOOO 


NFL Xtreme 

Let's put it nicely. Let’s 
say this game is “strikingly 
similar” to Midway's 
smash arcade hit NFL Blitz. 
Unfortunately, Xtreme tries 
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recap pick of the month 


PlayStation: 


FISHING DERBY 
FREEWAY 


for some more conventional simulation features 
and ends up falling on its face. It falls somewhere 
between GameDay 99 and Blitz on the realism 
scale, and a good deal beneath both on the 
entertainment scale. Pass on this one. 


OPM Rating (QQOOO 


Parasite Eve 

Square’s “cinematic RPG” may 
be light on puzzles, but it’s 
heavy on moody environments 
and seriously twisted cinemas. 
That's not even mentioning the 
top-notch sci-fi/horror story. A nifty weapon and 
attribute modification system offers about the 
only real mental challenge, but who cares? 


OPM Rating OOOOO 


Resident Evil DC = Paulie fal 
(dual shock) | LUCE ay 
Capcom manages to find yet 
another way to package the 
PlayStation’s first blockbuster 
hit. But guess what? This so- 
called Director's Cut is still lacking the cutscenes 
from the original version! It’s a great game, but 
only really worth getting if you don't already own 


the original. 
OPM Rating (OOOO 


Rosco McQueen 
Firefighter Extreme 
Whoah. This is an example of a 
potentially fascinating game 
premise gone awry. Players 
travel through unremarkable 
3D environments putting out fires (which seem to 
be caused simply by spontaneous combustion) 
and rescuing frightened civilians. Think of a cross 
between Blasto and Bubsy 3D and you’re on the 
right track. No thanks. 


OPM Rating QOOOO 


Spice World 


Oh boy. This is possibly one of 
the most bizarre PlayStation 
games ever to be released in 
the States. Players quide the 
Spice Girls through a whirlwind 
career, first by piecing together familiar Spice 
songs in correct order, then by putting together 
a dance routine, which is followed by a trip to 
the studio, and so on. You won't get much out of 
it unless you know the songs by heart, so this is 
one for the die-hard Spice Girls fan (and we 
know you're out there) only. 


OPM Rating @OOQOO 


Spyro the Dragon 


He’s cute, he’s cuddly and he 
breathes fire. He’s Spyro the 
Dragon, featured in this innov- 
ative platformer with a star- 
studded cast. Restrained level 
design makes the sheer size of the game even 
more impressive, and yet it’s not too much of a 
challenge for the beginner. First-rate! 


OPM Rating @©OOOO 
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Soul Blade 


As far as weapons-based 
fighters go, they don’t 
come much better than this. 
Although the combat itself 
might seem a bit on the 
simple side for those accustomed to Tekken, a 
host of options not found in the arcade version 
offer a whole lot of replayability. All this, and 
great characters, too. It's well worth the new 
Greatest Hits price, and then some! 


OPM Rating OOOO 
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Tekken 2 


Fighting fans who can't afford 
to pick up Tekken 3 can do 
almost as well by snagging a 
Greatest Hits copy of Tekken 2. 
It’s still one of the most difficult & 

fighting games to master, and yet is simple 
enough that a newcomer can do well on the first 
try. No, there are no secret modes, but the 
engine can get even faster than Tekken 4! 


OPM Rating OOOOO 


Tekken 3 

This game takes the superb 
engine of Tekken 2 and adds 
some truly unique new charac- 
ters, two extra play modes and 
even more impressive graphics 
to arrive at what is simply the greatest fighter 
ever. Just check out Eddy Gordo’s moves if you 
need proof. How will they ever top it? 


opm Rating @OOOO) 


Tomb Raider 


The game that started Lara 
Croft's reign as the video diva 
still provides an impressive 
gaming experience. Huge, 
moody levels keep the tension 
levels high between battles. Only a weak save 
system mars this Greatest Hit. 


OPM Rating OOOOO 
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Tomba! 

The platform veterans at 
Whoopee Camp have come up 
with an entertaining, and sur- 
prisingly deep, platform-based 
adventure that in some places 
could even be called an RPG. More than 130 mini- 
quests are carried out in a huge, colorful, poly- 
gonal world populated with dozens of wacky 
characters. Whimsical fun for the whole family. 


OPM Rating OOOOO 


Vigilante 8 

This game of vehicular combat 
takes the formula set forth by 
Twisted Metal and runs with it. 
Gigantic, realistic environments a % 
are the arenas, funky ‘70s char- Si 
acters are your enemies, and your vehicles range 
from a school bus to a (hidden) alien spacecraft. 
The powerful engine even allows for blowing 
huge craters in the ground. It’s a blast! 


OPM Rating O©OOOO 
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Ace Combat 2 


AGH: Atari Coll. 2 
Batman & Robin 
Blasto 

Breath of Fire Ill 
Cardinal SYN 
Castlevania: SotN 
Colony Wars 

Crash Bandicoot 2 
Dead or Alive 

Final Fantasy VII 
Forsaken 

G.Darius 

Gex: Enter the Gecko 
Ghost in the Shell 
Heart of Darkness 
Hot Shots Golf 
Judge Dredd 
Klonoa 

The Lost World: JP 
Micro Machines 
MLB 99 

NBA Live 98 

NBA Shoot Out 98 
Need for Speed III 
NHL 98 

Nightmare Creatures 
One 

OW: Abe's Oddysee 
PaRappa the Rapper 
Pitfall 3D 

Point Blank 
Resident Evil 2 (DS) 
Road Rash 3D 
SaGa Frontier 

San Francisco Rush 
Star Wars: MoTK 
Street Fighter EX + 0 
Tales of Destiny 
Test Drive 4 

Tomb Raider II 
Triple Play 99 
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crawl can be a very intense move to do 
because you can’t use your guns when 
you're in a crawl. So in some instances 
you'll need to clear the area first. We have 
a monkey-swing move that allows us to 
make the map less linear by allowing her 
to get into spots where she can drop and 
jump in. It allows for lots of possibilities.” 

PNM (ola tat-MY{-¥-] oe) gion olUM (Mi ilate Meat-laiay ce) 
of the game’s new weapons, the rocket 
launcher and the grenade launcher, will 
play key parts in Lara’s new adventure. 
“We've linked that move (the crawl) to a 
new weapon, the grenade launcher,” 
explains Smith. “In many instances you 
aalte aia ol-m-1o) (Mi col olel¥ [alam Me ls-lal-le|-me lela) 
FM ave) (- male Mai (-1-lmrol0] Walla -y- Mela -Wer-1 8) 
then crawl through it. We also have a 
rocket launcher which can be used to 
Ne) oN VA) OM Cal ale Mi CoM [-1 m0) 0) (Toi CW Ce) am ele) =m 
We're looking at using that for maybe 
maps that have areas with things blocking 
them off that you can blow up.You'll 
late \icm CoM ol-Mor-lu-110] MY itaMhdal-ME-lelalea(-1a| 
though because you'll have a limit of 
rockets. You might get to a key part 
without rockets and you won't be able 
io oJ-1- 1 tat mo) (elee NVA (VU 

Speaking of bloody levels, the Core 
Design team have spent countless hours 
brainstorming new ways to improve level 
fo [-T\[e aMmACe lur-1aM-o.<0)¢-)la-famm @)at-Mey mi dal-Maal-lia 


the operations 


been with the 
company for 
three years. 


Adrian Smith is 


director at Core 
Design and has 


changes is that the game isn't so linear 
anymore. This time, to give more longevi- 
ty to the game, we've given multiple 
routes to the levels themselves. So you 
come to a point where there will be three 
door routes to get to the same point. It’s 
fair to say that if you've finished Tomb 
Raider III, you may have only covered 80 
fel) e-1a) a) i (al -Magl-| oF Mal MMe (e) [ale com ol 
big thing because we are going to reward 
fel-Xe) o) Wa celam el -\Valare M-lave Melun-ielanl ee (o)laTe 
back. We're trying to find a good reward 
system at the moment. It might be that a 
small part of the map opens up and you 
wouldn't normally get it unless you went 
through all of the routes.” Furthermore, 
players will be given a choice of levels for 
the first time ever. “You'll have to play 
three levels before you come to a choice. 
Which route the player chooses to take 
will affect the other two. This is because 
on one the player might pick up a 
particular weapon that will be more useful 
on another level. So if he didn’t do that 
one first (with the weapon), the others 
might be a little bit harder without it.” 
Furthermore, once you choose a level you 
can't get back, raising the stakes of your 
choice. Only after you finish the level 
idat-] @olUM o)(e1,{-1o M aat-\ VA (el0 Me (oll of-[o-lale) 
choose another at the same location. 
Once all three levels are completed at 
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ANTARCTICA 


Even when Lara's cold she's 
cool, thanks to her stylin’ jacket. 


ASHIONABLE ADVENTURER 


MOVIE PAINS 


With a motion picture looming, we wondered if 
there was any pressure to make the game bow to 
Paramount's newest leading lady. “This time we 


didn’t think of the movie very much, honestly,” 
Adrian says bluntly. “We started Tomb Raider III 
very strangely. We picked the locations we want- 
ed to go to and then we tried to tie a story to it.” 
But, there are some concessions, Adrian 
admits. “We're very self-conscious and it’s very 
difficult because there's a lot we can do, but we 
need to keep it in-character. We could take Lara 
into a direction entirely different and we're sure it 
would be successful, but we can’t put another 
character into Tomb Raider. We were thinking 
about giving Lara a sister or a brother, but we 
couldn't do anything like that because they might 
not be in the movie. So it is difficult—it made us 
think a little bit more about the character... — 
giving Lara new outfits...we thought about giving 
Lara hand-to-hand combat. We had her killing 
enemies with knives...and she just wasn't about 
that. When you actually sit down and think about 
it,” Adrian reasons, “we've got a very strong 
character and we've got to try to 
keep her personality in 
the game according 
to what we think 
she would do.” 


Ki cmH PA Mh 


a 


AREA-51 SOUTH PACIFIC 


This sleek outfit makes infil- These classic duds make Lara look 
trating buildings look easy. 


right at home on the beaches. 
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TRIVIA CONTEST RULES: 1. Entry. To enter, correctly answer six consecutive trivia questions and leave your name, address and phone number as instructed. Winners will be determined by judges whose decisions are final. One winner per household per 
month. Ziff-Davis assumes no responsibility for unintelligible, incomplete or misdirected responses. 2. Prizes: Winners will receive one (1) of the following at Ziff-Davis’ sole discretion: Remote Wizard, Boomerang64, Reality Vest, X-Wire Wireless Controller. 
Prizes have an approximate retail value of at least $25.00. All prize winners will be notified by mail. Prize(s) are non-transferable. No substitutions of prize(s) are allowed, except at the option of Ziff-Davis should the featured prize(s) become unavailable 
3. Eligibility: Contest open to residents of United States and Canada. Void in Maryland. Non-compliance with the time parameters contained herein or return of any prize/prize notification as undeliverable will result in disqualification. Winners or their legal 
guardians shall return a signed affidavit of eligibility/release of liability/prize acceptance within 5 days of receipt or forfeit prize. Employees of ZD Inc., NUBY HOLDINGS CORPORATION and their respective affiliates are not eligible. Neither ZD Inc., NUBY, nor 
their respective affiliates, subsidiaries, divisions or related companies are responsible for any damages, taxes or expenses resulting from this contest. Winners acknowledge that ZD Inc. has neither made nor is in any manner responsible or liable for any war- 
ranty or guarantee, whether express or implied, in fact or in law, relative to any prize including but not limited to its quality, mechanical condition or fitness. Winners accepting prizes agree that all prizes are awarded on the condition that ZD Inc., its agents, rep- 
resentatives and employees | will have no liability whatsoever for any injuries, losses or damages of any kind resulting from acceptance, possession, or use of the prizes. 4. Winners List: For a list of winners, send a stamped, self-addressed envelope to “Preview 
Line Trivia Contest,” 1920 Highland Avenue, Suite 222, Lombard, Illinois 60148. Allow 3-4 weeks for delivery. 5. Restrictions: Void where prohibited or restricted by law. All federal, state and local regulations apply. 
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a location, Lara moves onto the next 
location. There are five locations in all 
(Tate IF PabsYol0] all ar-(en) i (0mm Mo)alo (ola Mar-\n-1- eo} Bi 
Antarctica), making for a pretty darned 
big game—15 levels, to be exact. 

Each location will have its own look, 
but some of them definitely have more 
character. “I think London and Area 51 
are the biggest departures” notes Adrian. 
“London is a great location. It's a little bit 
dark and mysterious. You have to sneak 
FTaelU lave M-lale Me [oM alco e)(-Let-\-Me) mi dal-W(-"/-16-lale| 
keep going back down to the central hub. 
London is a 
lot like the 
museum 
(previous 
Tomb Raider level). You'll eventually end 
Wyo lam tar-m Molaro (ola Olare(-1ue [gee lave lave Maal) 
sewer network. It’s really great—you start 
on the rooftop, and if you look out, you get 


THE STORY 


On a voyage of exploration in centuries 
past, British sailors discovered a meteor 
buried deep in the Earth. Unwittingly, 


they looted four artifacts placed with the a. { 


meteor. One of these sailors kept a journal 
as they headed back to England. He 
was the only one to make it home 

alive. In present-day Antarctica a 

research company begins to excavate 
something buried deep in the ice. 
Readings taken from the rock indicate 
traces of a previously unknown material. 
The material appears to have the potential 
to multiply and alter hock genes—the genes 


the next most important findings in genetics 
and evolution since Darwin. 


On their dig, the researchers discover the body 


of a European, perfectly preserved in the ice. 


which determine the make-up of living organ- 
isms. These alterations are capable of evolving 
a greater diversity of life. Within the rock are 


a view of London and the bridge.” There's 
even a level that has shades of Metal Gear 
Solid. “Area 51 is a level based around 
skill to avoid patrols...to avoid people. It’s 
a stealth-based, sneak-around level. Area 
51 [starts in] the openness of the Nevada 
desert and once she gets into the com- 
pound it becomes night. Definitely lots of 
interesting things to see in there.” 

It's a bigger, less-linear game with 
some interesting locales, but is it a more 
entertaining game? For starters, many new 
vehicles have been added to aid Lara in 


“Animals will behave like 
proper animals.” 


her adventures. “We were never sure how 
big the vehicles would go down in Tomb 
Raider II. We were really delighted 
with the feedback, and added 
more such as a Quad Bike, a 
Snowmobile and other motor 
vehicles. There are vehicles that 
~», will be key for Lara to complete a 
Ou (YB We (elele > <u) e) (Me) mca) coe 
‘ we've got a canoe! We've based 

y. a whole level around her 
white-water rafting. You con- 
ine) -le- Mr oy-[ee] laren lale) 

» must battle currents—it 
_, brings a whole new per- 
t \ spective to the game.” 

! Adrian sums up his 
explanation of vehicles 
by stating, “Putting in 
vehicles is not difficult, 
liam lave lave MU calle (=x 
that are good for the 
¢ _/ levels that is.” 
1 Perhaps not very 


4 difficult because vehi- 
cles don’t have to think. 


But enemies do, and Core put a lot of 
effort into making the enemies in Lara’s 
Vola eR-lat-la crm (1aret0 (el lave mar-\Yalare M-Me (ele vels 
in artificial intelligence concentrate on 
accomplishing this). “We were conscious 
about having players going back to areas 
that they've already been—and those 
areas seemed a little bit sparse. So we had 
to change the enemies, like the artificial 
intelligence. So the AI has changed 
dramatically. Animals will behave like 
proper animals. For example, six lions 
attacking or six tigers...you shoot and kill 
one of them and the others will get 
scared, disappear into the map and will 
come back later. A monkey 
may be sitting around looking 
quizzical, and if you make a 
certain move they might 
attack you. Animals will set up an 
ambush. You'll start to shoot say...a 
raptor. It will turn around and get you 

to follow it to a place where there are 
two or three raptors waiting.” 

So it seems that Tomb Raider will play 
better, and the good news is that it looks 
better too, thanks to a highly evolved 
Tate ilat-me (lure mvolW7-lgeMULatrAlare Maal 
PlayStation’s strengths. Adrian elaborates. 
“We've gone to hi-res on the PlayStation 
so it looks dramatically different. It’s not 
as difficult as you think. It makes a huge 
difference—it just looks like a different 
game. The clarity you can see in the 
textures is amazing. We changed some of 
our algorithms to pull the colors out, so 
visually it looks a lot brighter. The whole 
colored lighting system is different. We've 
got red lights glowing off the torch and 
fire. Colored lighting illuminating levels, 
new transparencies...” The difference is 
very noticeable in high-tech areas such as 
Area 51, but in other places, particularly 
outdoors, the effects are more subtle and 
atmospheric. The game now produces 


Scratched on his tombstone is the name of the boat 
he sailed on. Following this information, they locate 
a shipmate’s journal and set about searching for the 
artifacts lost by the sailors. Meanwhile, Lara is in 
India searching for one of these artifacts. Unaware 

of its true history, she only knows that in local beliefs 
it was supposed to hold great powers and has been 
revered by tribes there throughout the years. Sounds 
like a reason as good as any to have a large-chested, 
double-barrel gun-toting young woman explore and 
kill a lot of things. 
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166 CARS, 11 TRACKS, 1 CHECKERED FLAG 


good driver? Put your skills to the test with Gran Turismo 
enging and realistic driving game ever designed for 
n’ game console. Real racing pales in comparison. 
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CUSTOMIZE YOUR CAR 

As a winning GT driver, 

your bank account will 

grow with every race. But 
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landscape through a system of triangles 
(CMe) 0) olol-\-To i volo] (oloL, Mme) ale llar-lt\vmel-1(e [alle 
for PCs), allowing for more meticulously 
constructed level architecture. 

With all of these improvements, there 
are some things that Adrian admits that 
they might not have time to put in. 
“There's a big wish list. Something that 
ol0] Co Ml ol- me tar-l male) ai aal-lalva ol-10) e) (Miele) 
about—is a ‘soft-skin’ Lara. It’s a question 
of whether it will make it into this game 
or not. We have it running in the office, 
on one outfit, but it’s’ a very time- 
consuming thing.” In the end, Adrian 
sums things up nicely, “Tomb Raider is 
Tomb Raider. A game based around a 
character in a tomb. In essence, you 
ato] (eM .i-1-) om laM-Micolan|omenr-laleManl-\Vel-mwi-) 
alot] (oma =101 a o]-Te) o) (7-1 ah\7- 18-19, =1-1-) 0 [1p 
there’s only so many ways you can do 
rock textures.” 


A playable demo of Tomb Raider 3 will be 
in the December issue of OPM. 
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EVOLUTION OF TOMB RAIDER 


LMPROVEMENTS FROM TOMB 
RAIDER | TO TOMB RAIDER ll 
«Dynamic lighting 

eOutdoor environments 

*Lara model updated 

eVehicles 

¢Weapons 

eEnemy Al 

eNew moves 

New outfits 


IMPROVEMENTS FROM TOMB 
RAIDER li TO TOMB RAIDER Ili 
eEngine rewritten 

elnclusion of new landscape system 
(triangles for smoother surfaces) 
¢New reflection systems 

«New particle system for effects 
(fog, snow, wind, rain), fire, guns, 
*Breath, smoke, etc. 

eUpdated Lara model > 

*New weapons 

eNew vehicles 


*New moves 

New texture palettes 

(from 24-Bit textures) 

*High resolution graphics 
eEnvironmental effects (birds flying, 
fish swimming around) 

*New outfits - ea 
elmproved enemy artificial 
intelligence 
¢Semi-transparencies on any 
surface se beams) — 


LOOKS AHEAD 


With Tomb Raider Ill nearing completion and PlayStation 2 
looming, many gamers are already wondering about whether a 
fourth game will make it onto the PlayStation. A weary Adrian 
explained “It’s difficult. We've been doing a game every 12 
months and people say it's too soon. Tomb Raider 3 nearly 
killed us. We've been with Lara and the PlayStation technolo- 
gy for four years, and in those four years we've kept pushing it 
and changing it. But, in essence, the engine is four years old, 
and you can't get away from that. New technology is fairly 
important to us and we've started working on it. [Core Design 
is rumored to have early PlayStation 2 development stations]. 
Who knows how soon that will be. It could be Tomb Raider 4, 
5, 6, 7...we're working very hard on that. It will open up 
fantastic new challenges and that's a wonderful thing.” 

When asked about the tremendous opportunity of putting 
out another game simultaneously with the movie launch late 
next year Adrian tells us, “It makes a whole lot of sense to do 
a Tomb Raider game that sort of ties into the movie. We're 
thinking about it. We will only do it if we know that we can 
bring something different to the table. The movie is a big deal. 
It's more of a marketing-type thing—it isn't a financial thing 
for Eidos. We're heavily involved in that, and it might be that 
a new technology or a new Lara is the way forward. The girl's 
four years old. She's done good.” And we expect that her 
success will be continued whichever path Core leads her on. 
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insane ie the world of console and PC gaming. On our accompanying Web site you'll also find an 


archive of cheat codes and downloads — everything you need to get the most out of your computer. Who 
knows, it may turn out to be the best date you'll have all year. 
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A bandicoot crawled from the 
primordial ooze to create life 
as we know it on the earth. 
Then some other stuff hap- 
pened, and soon he found 
himself raiding the tombs of 
the great Egyptian kings. 
Meanwhile, in another realm 
of time and space his sister 
Coco got friendly with a tiger 
cub in ancient China. 


It took roughly a month less for Crash 2 to 
reach the 1 million mark, and by that time the 
original had chalked up another few million sales 
or so. Clearly the public was clamoring for a third 
game. But Naughty Dog and Universal weren't 
satisfied with the idea of just creating new levels; 
and considering that they had in Crash 2 already 
addressed every possible flaw in the original 
engine, simply answering critics’ complaints 
wasn't going to cut it this time. How could they 
create a game that felt truly new? 

For this development team, the answer meant 
including in Crash Bandicoot: WARPED some 
gameplay elements never attempted in either 
of the previous games. And what's taking 
shape is a game that is in a sense four 
different games in one. 

First and foremost, you have the familiar Crash 
engine. Changes in this area are comparatively 
few; Naughty Dog has pledged from the begin- 
ning to maintain the “straightforward, challenge- 
based” gameplay of the original. That is to say, 
you won't find Crash suddenly thrown into a free- 
roaming 3D adventure world in the vein of Tomb 
Raider or Mario 64. Most of Crash 3 alternates 
between forward- and side-scrolling portions, 
with the requisite “chase levels” included as well. 
This time around, however, the levels are far 
more likely to include two (or even all three) of 
these formats in one. For example, one prehistoric 
level begins with the default forward-scrolling 
area, which leads into a more traditional side- 
scrolling platform area, which is in turn followed 
by an into-the-camera chase scene involving one 
(very angry) big-ass Triceratops. 

On a related note, the time-travel theme also 
allows for levels which are more varied in setting 
and graphical style than in previous Crashes. 
You'll visit Medieval times, ancient China, 
Egyptian tombs and even ‘50s Americana, 
with each world possessing a very distinct style 
in terms of both graphics and enemies. (See 
our semichronological pseudo-timeline on the 
outside of these pages for a sampling of the 
different environments.) 

These “standard” Crash levels would be a 
satisfactory update to the series in themselves, 
but they're really just the beginning. Take, for 


example, a level like “Road 

Crash,” which puts our hero on a 
classic, chrome-laden motorcycle as 
he races Neo Cortex’s minions 
through deserted roads of the 
American Southwest (accompanied, 
incidentally, by a substantial Dual 
Shock rumble that makes the Road 
Hog experience most convincing). The 
only way to complete this level is to 
take first place, which means you'll need 

to do some seriously aggressive driving. 

This particular level can be thought of as 
more of an unusual take on the “riding” 

areas of the previous games (i.e., the boar in 
Crash and the polar bear in Crash 2) than a 
completely new area, so we'll lump this one in 
with the rest of the familiar levels. 


Moving onward: Second of Crash 3's 
“four games in one” is the gameplay in 
levels like “Bye Bye Blimps.” This stage puts 
Crash’s sister Coco at the controls of a World 
War I-era propeller plane, on a mission to rid the 
unfriendly skies of Cortex's nasty Zeppelins. On 
levels like this one, the character moves freely 
throughout a generous airspace. A swiveling 
arrow offers direction, but the player can move 
about at will, perhaps to chase down the swarms 
of evil barons trying to defend the blimps. In 
short, it's a completely new kind of game. 

Even more entertaining (and more 
visually stunning) is the third “sub- 
game,” where Coco rides a Jetski-like 
personal watercraft across the surface of an 
impressively animated liquid terrain. It’s levels . 
like this that make one realize that there really is 
a whole lot of mostly untapped potential inside 
that little grey box. We got a chance to visit 
Naughty Dog's studios in Santa Monica, Calif., to 
talk with Naughty Dog president Jason Rubin 
and Universal Interactive president 
Mark Cerny, and Rubin had this 
to say about so-called 
technological lim- 
its: “When the 
PlayStation first 
came out 
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Barely five years ago, Naughty Dog's 
Jason Rubin was working with sole 
partner Andy Gavin on a modest 


The game industry: 
| ee A whole new ball game 3DO fighting game called Way of the 
| Warrior. Little did he know that he 


y would go on to create one of the 
| best-selling and most widely recog- 

f nized console games ever in Crash 
Bandicoot. Few are better suited than 
Rubin to comment on the changing 
role of video games in the entertain- 
ment world as a whole, and on how 
the gaming industry has become—at 

least in some respects—even more 
lucrative than Hollywood itself. 


You've said that 
Way of the Warrior 

had a budget of 

around $80,000— 

That's right, 
about $80,000, 

which these days 

is about enough to 
pay an artist! 


How has your bud- 
get changed since 
you've hooked up 
with Sony, and as 
Crash has become 
more popular? 
Well, we don't need to 
get into the specific num- 
bers, but basically we run 
a really tight ship at 
Naughty Dog. We don't 
have a lot of extra marketing 
people...we don't even have a 
receptionist. The budget on Way of 
the Warrior was for two people, Andy 
[Gavin, still with Naughty Dog] and |. 
And on top of that, we didn't pay 
ourselves salary; we actually 
waited until we had made 
money on the game to pay 
ourselves. The expenses have 
gone up extremely significantly 
compared to that number; that 
was in the tens of thousands, and 
now we're into the millions. But 
everybody's into the millions. 
It just works like that. 
Still, between Crash 1, Crash 
2 and Crash 3, the budget 
hasn't moved up, really. If 
you look at it, you roughly 
get the same amount per person 
working on the project, so the 
budget hasn't risen beyond the fact 
that we got more people. Andy and | 
still wait until the game's made 
money to make our bit, but every- 
body else needs to pay their rent and 


feed themselves. 

Now, obviously, Sony gives us the 
ability to do a lot more, but at the 
same time we don't have expensive 
full-motion video sequences that 
we've outsourced to studios that 
waste a lot of time and have to pay a 
lot of people. We just don't do that 
stuff, and that’s really where your 
budget goes through the roof. 

Now, | know a million dollars 
sounds like a lot. But let's say the 
budget was $2 million, and it's a 
year-long project. So you're spending 
somewhere around $170,000 a 
month. Then figure out how many 
people you have, take out music 
and voice acting, take out taxes 
and stuff like that, and you've got a 
pretty lean budget. 

And then you figure that a 
Hollywood movie can easily spend 
$100 million and gross $400 million. 
So they're bringing in four to one. 
Miatcmelar-4lar-lm@le-Ciam sy-lale|(eele) mxe)(e 
over 3 million units worldwide. If 
each grosses an average of $30, 
that’s $90 million. So we're grossing a 
quarter of what they're making on a 
$100 million movie, and yet we're 
only spending around a 50th of what 
they spend. To.a certain extent, it's a 
much better business model—when 
you succeed. And that’s what's kept 
the game industry going lately, the 
fact that there are these huge hits 
now, and these huge hits bring in 
tons, and they just don't cost that 
much yet. I'm sure someday we'll 
have all the specialized duties they 
have in the movie industry, and [the 
costs] will go haywire. But for right 
now, we're still a very lean engine 
when it comes to games. 


Both Crash sequels have come 
pretty hot on the heels of the 
game before. Do you guys ever 
take a vacation? 

So far, between the beginning of 
Crash 1 and the end of Crash 3— 
taking out trade shows—we've had a 
total of a month off. So that's four 
years with one month off. But we're 
doing what we want to do. Everyone 
who works at Naughty Dog is doing it 
because they like making games. 

| just came back from ECTS with a 
handful of magazines from the U.K., 
Spain and Germany, and there are a 
lot of Crash covers out there. To see 
your game on a magazine cover, that 
kind of feeling...that’s why we're 
doing this. 


Soon, the omnitemporal mar- 
supial was seen swinging his 
way through the markets of 
Cairo. But feudalism hap- 
pened, and medieval Europe 
cried out for his help to free 
them from the Dark Ages. 
Meanwhile, in another realm 
of time and space his sister 
Coco got friendly with some 
‘nice biplane barons. 


Tiny 

As the first Boss Crash 
will encounter, Tiny isn’t 
too much of a challenge. 
He'll send a small herd of 
lions after you, but stick 
to the bottom of the 
screen and they're easy 
to avoid. Wallop him 
when he’s trying to skew- 
er you on his trident. 


Dingodile 

Nope, they're not all as 
easy as Tiny. Dingodile is 
a cross between, well, an 
Australian dingo and a 
crocodile, with the mean- 
est attributes of both. 
Fortunately, he’s not too 
bright, and will destroy 
the shield around himself 
when he attacks. 


N. Tro 
This feat Gila will send 
bolts, balls and beams of 
energy in your direction, 
all the while slowly elimi- 
nating the area you have 
to avoid his attacks. He'll 
tire eventually, however, 
so rush over to his little 
platform and nail him 
with the spin attack. 


N. Gin 

Once Neo Cortex’s sec- 
ond-in-command, N. Gin 
has a score to settle (not 
to mention a big ol’ rock- 
et protruding from his 
immense cranium). It's 
abundantly clear from the 
challenge level at this 
point that the final battle 
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A crash course in time-jumping survival training 


Neo Cortex 

This is it, Crash, your 
chance to face Cortex for 
the third—and possibly 
final—time. No, we're not 
going to give out the juicy 
details of this final 
encounter; you'll have to 
go it on your own. But 
with all your new abilities 
it shouldn't be too hard... 


can't be too far off. 


everyone said, ‘Oh, the N64 has a Z-buffer. The 
PlayStation will never do anything that has a Z-buffer; 
you'll never walk in water.’ Crash 2 had walking in 
water. The thing was, Crash 2 (and Gex 2, and I 
believe Blasto) had a flat plane which you could use to 
subdivide the polygons. And all of a sudden, the argu- 
ment wasn't ‘Oh, you can't get a Z-buffer on the 
PlayStation,’ it was, ‘Oh, you can only get a flat Z- 
buffer on the PlayStation.’ Well, with this game we 
decided to go ahead and prove that that’s not true. So 
you'll have a ramp which is getting subdivided by the 
water, and you have Coco who is completely arbitrarily 
subdivided by the waves. It’s a very hard thing, but 
the point is, the idea that the PlayStation can’t do a Z- 
buffer is wrong. The idea that WaveRace is something 
that could only be done on the N64 is wrong.” 


Now, the fourth and final mode of play—the Relic 
system—may very well be the most unusual addition 
to Crash 3. After completing a level, the player will 
have the opportunity to make an additional, timed run 
through the level. This time around, though, the rules 
are slightly different. “When you're trying for a best 
time,” Rubin explains, “it's almost as if you're playing 
a completely different game, with a different agenda 
and a different set of rules. You start off a level with a 
Clock Box. Once you hit that box, all fruit spins away. 
All boxes that give you lives and things like that 
cease to give you lives, and instead will help you 
by deducting from your time. All checkpoint boxes 
disappear, and your Witch Doctor will fly away, so 
everyone is on an equal footing when you start. 
And we've set it up so that you can play with a 
roomful of people, one at a time, and each per- 
son will still be able to enter their own name 
with their own score.” 

So what's the point of timing yourself through 
a level? Well, each level will have a target time 
attributed to that Warp Room's Boss. If you can 
beat that time (in itself no small feat), you get a 
silver Relic, designated by a metallic ankh. One 
silver Relic from each level is necessary to finish 


0: Are we not men? A: We are Crash! 


Returning as the voice 
of Dr. Neo Cortex is 
Clancy Brown, an 
accomplished character 
and voice actor seen in 
the films Starship 
Troopers, Highlander 
and The Shawshank 
Redemption and on TV's 
ER and Earth 2—not to 
mention Universal 
Interactive's most recent 
venture, Spyro the Dragon. When asked what 
prompted his sinister portrayal of Cortex, Brown 
replied, “He comes from all of the bad guys I've 
ever seen on TV, all of the bad guys I've ever seen 
in movies...all the mad scientists, like Dr. Smith 
from Lost in Space—all those ‘evil geniuses.'” He 
concluded with a sinister laugh; perhaps he's 
spending a bit too much time in character. 

Also returning to the Crash scene is Mark 
Mothersbaugh of music studio Mutato Muzika. 
Perhaps better known as the lead singer of elec- 
tropop pioneers Devo, Mothersbaugh is under- 
standably frustrated with the mediocre quality of 


Clancy Brown 


the game with 100 percent completed. Shave the time 
down even further than that and you'll get a gold 
Relic. “And if you do it very close to what we believe 
is the best time possible,” says Rubin, “you get a 
platinum Relic.” 

So how does Naughty Dog make a judgement on the 
best time possible? “Basically, we'll take the best Sony 
tester, the best video game journalist and the best 
Naughty Dog player; we'll put ‘em all together to find 
the meanest time anyone’s got on a level (making sure 
they can actually do it) and then that will be the time 
you'll have to beat to get a platinum. That is going to 

be the true test of manhood (or womanhooa). It’s 
not going to count toward your percentage; 
you'll get 100 percent as long as you get 
all the silver Relics. 


most game soundtracks. 
“It seems like with 
interactive media people 
tend to think of the music 
as an afterthought. 
They tend to really be 
obsessed with the 
technological, number- 
crunching end of it. 

[But Naughty Dog and 
Universal] were really 
concerned with having 
the music an integral part of the game.” 

The casual observer might think that moving 
from almost avant-garde Top Spud to composer- 
for-hire would be a difficult adjustment to make. 
Mothersbaugh disagrees: “Actually, Mutato is kind 
of a continuation of Devo in a way. Devo was very 
influenced by pop artists. | always respected peo- 
ple like Andy Warhol, who worked in film, in fash- 
ion, in music, in art...1 really loved the idea that he 
was able to work with concepts and ideas, and the 
medium would follow that.” Is this true to the 
message of de-evolution? 

You be the judge. 


Mark Matherbolnh 


And gold Relics just show you're better than your 
friends. But the platinum Relics show that you could 


be possibly the best in the world. And you know what? 
I guarantee, with the way people play our games, that 


each and every level’s platinum time will be beat. 

Somebody will figure something out. Because once 
they know it can be done, they can dedicate more 
time to it than I have to make the next game!” 


This leads us to an interesting question: Will there 
even be a “next game?” Both Naughty Dog and SCEA 
have declined to make an official comment, but hints 
and rumors have been flying. Rubin has been docu- 
mented as saying that Crash Bandicoot: WARPED will 


be his last Crash game, but when asked he would only 


state that Naughty Dog’s next game will not be a 
“mascot-based platformer.” Of course, that leaves 
plenty of other options open, including other nonplat 
form games featuring Crash. And with regard to 
further projects, Naughty Dog has declined to 


brewing at the studios, and staff members were 


that “hasn't been officially announced yet.” 
Regardless of what awaits Crash fur- 


immediate future will be a bright 


collection of diverse new 
game elements, it’s clear 
that WARPED has 
appeared at just the 
right time. 


comment. However, it was clear that something was 


overheard commenting on a game for a system 


ther down the road, it’s clear that his 


one. With such an overwhelming 


Not too long after that, our 
fearless bandicoot decided to 
make some new friends on the 
road. Meanwhile, in another 
realm of time and space his 
sister Coco got friendly with 
some gnarly waves. Soon, our 
hero found himself far in the 
future, where he saved the 
world and lived happily ever 
after. Or something like that. 


Two-player split-screen deathmatch is already up and running, moving along at a smooth 30 frames-per-second. 
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Multitap support for four players is promised for the final version of Quake Il when it finally hits stores. 


“Interesting.” 
Probably not the response you most want to hear when you show someone an early version 
of your game. But when that someone is the always understated John Carmack, co-owner and 


lead programmer at id Software, and the game you are showing him is Quake II 
for the PlayStation, a game most people believed wouldn't even be possible— 


“interesting” is more flattering than you could have ever hoped for. 

As the most respected and famous computer game programmer on the planet, 
Mr. Carmack and his team of experts at id have made a science out of creating 
state-of-the-art, blockbuster games, so they don’t impress easy. Wolfenstein 3D, 
Doom, Doom II, Quake—with each new game id continues to redefine and rule over 
the first-person shooting genre it first exploded on to the market years ago. And 
now their latest best-selling hit for the PC is coming to the PlayStation: Quake II. 

OPM was recently given an exclusive hands-on preview of an early version of 
Quake II at the Activision offices in Los Angeles, and what we saw was “interesting” 
iTare (-\-Xo pam Rate (-laaceMolariiclccle Me) maat-M-laldia-Mi ile ant-\'/-1 ie) is dal-Wel-lanl-Wm Coe) diate Mr-lalt-l elem 14 
512x240—but even better, running at a smooth 30 fps throughout. Included were 
six weapons, animating enemies and, surprisingly, multiplayer support even at this 
stage of development. Playable two-player split screen was up and running, looking 


every bit as smooth as the single-player game, with a Four-player Mode at the same speed 
promised in the final version. Although we were constantly told how much the game would 


By Mark MacDonald 
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improve before the final version, it was already easy 
to be excited. 


Unless you've been living under a rock the last 
three years, you've—no, wait—even if you've been 
living under a rock the past three years...deep in a 
cave...in the heart of the Brazilian rain forest, you've 
still heard of Quake and Quake II. The two games are 
the names in first-person shooting, the standard that 
all other games are measured by. 

Both runaway hits on the PC, Quake and Quake II 
formed a devoted following worldwide, even outside 
of the “normal” gaming territories and into places 
like Africa and South America. So it’s only natural 
that such a huge hit on the PC would make the 
transition to the PlayStation, the most popular home 
system worldwide, right? 

Wrong. In fact, the chances of Quake II coming out 
for Sony’s machine looked downright 
slim. Many people laughed at the idea. 
After all, Quake II required a high-end 
$2,000+ PC for a good frame-rate, how 
in the world could the 3-year-old 
PlayStation possibly do it justice? 

Before they saw the first demo of the 
engine that will now become Quake II 
forthe PlayStation, id Software them- 
selves believed it would be “extremely 
difficult” to pull off. A PlayStation ver- 
HM sion of the less-intensive first Quake 
game never made it to market because 
id couldn't find a developer who could 


By land and by air, all the create a playable demo that met their 
nasty Strogg beasties you love high standards, so Quake II seemed unlikely at best. 
to hate are heré’and they are “We didn't think it could be done either,” adds 

out for bloodé Marty Stratton, producer for Quake II at Activision. 


“We had the rights to it in 


TOP 10 EXCUSES FOR 
DYING IN QUAKE 

No one seems to have any trouble thinking up 

his/her own, but here's a few to get you started: 


That rocket didn’t even hit me! 


I hate this level/this level sucks. 
| had more health than that! 

I was trying a new strategy. 
You’re such a quad whore. 

That wall looked like a person. 
You are so lucky. 


This controller is messed up/broken/a piece of crap. 


I’m used to my controller. 
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i thought | smelled Bar-B-Q you damn camper! 


The color and: mobile lighting that made everyone ooh and 
ahh on the PC is back on the PlayStation. 


the contract (with id), but No one assumed we would 
actually end up with something on the PlayStation.” 
Interestingly enough, about.the only people who 
believed it could be done were.the developers who 
went out and did it—English ¢ede shop Hammerhead. 
“We never doubted it could 66 done,” says 
Chris Stanforth, Managing Director at Hammerhead. 
“The PlayStation is a surprisingly powerful piece 
of hardware given its age, far more s@ than its techni- 
cal specs would lead you to believe. Problems arise 
when developers don’t bear in mind its particular 
strengths and weaknesses, especially converting 


from the PC, which has vastly superior processor 
and memory resources.” 


rME IITTIEC ENIGIAILC THAT CQOLUIDYD 
THE LITTLE ENGINE THAT COULD 


So how is Hammerhead avoiding these problems? 
First of all, using what they know from their experi- 
ence making games. Hammerhead was originally 
known as Tales2, a breakaway group from respected 
U.K.-based outfit Travelers Tales, who have worked 
on games like Dracula, Mickey Mania and Toy Story 
since back in the days of the 16-Bit consoles. 
Especially crucial, of course, is experience with the 
PlayStation hardware in particular. “We learned a 
great deal during the Shadow Master (a 
3D shooter released earlier this year 
by Psygnosis) project, although much 
of that knowledge was gained too 
late or was inappropriate for use 
at that time. For Quake II we 
started again from scratch with a 
redesigned 3D engine taking full advan- 
tage of what we'd learned over the last year.” 

Any programmer Can tell you that to really 
get the most out of any:machine you need 
imagination and creativity, to “trick” the 
system into doing more'than it’s 


supposed to, or at least fool the {= e 


player into thinking it is. And when you see 
Quake II running at such a nice resolution at a 
constant 30 fps on a PlayStation, you know 
someone's working some serious mojo under 
the hood. Chris explains, “Most PlayStation 
games use visual tricks in order to depict a 
free-roaming 3D world at a reasonable frame- 
rate. Techniques like fogging or strategically 
placing walls are used to keep the draw- 
distance and memory requirements down. 
But keeping Quake II faithful meant that we 
couldn't resort to these tactics:and in the 
process (that) posed quite a W problems. 

We use a few clever tricks? 


frequently used drawihe 
but primarily it’s th > 
as a whole that:pt 

One of the | ne t impre 
PC game that Hammer 
off on the Feystack isa) 
light-sourcing effect. That 


you fire a rocket or laser in the ¢ 


up the objects near it as it passe 
breathtaking, especially down d 


light- sourcing | whe 

they're going to be adding other types of 
effects that will really make (the game) shine 
on the PlayStation; some really good trans- 
parency stuff, maybe some lens flares, muzzle 
flashes, stuff like that.” 


PC VS. PS 

While getting Quake II as close as possible to 
the look and feel of the PC version is the high- 
est priority for everyone involved, it would be 
naive to believe everything from the computer 
version could be brought straight over to the 
PlayStation. Some levels may have to be small- 
er or split into two loads to fit into the RAM on 


Choose Your Weapon 


Not all of these weapons are guaranteed to make it into the PlayStation version 


Quake Il, but we thought we'd give you a rundown: 


an rca en 
a Wien - 
Stiga 


BLASTER also known as: pea-shooter; the water- 


gun; dead-man oe gun 


SUPER SHOTGUN 


sy g 3 cae Ek So 


MACHINE GUN 


CHAIN GUN also known as: Gatling Gun; 


Metry-g0- ro ound 
HYPER BLASTER 


ROCKET LAUNCHER 


RAIL GUN 


GRENADE; GRENADE LAUNCHER 


also known as: peers 


se 


BFG5000 also known as: Big F***ing Gun; 


Heath etrasies in the PC game, may lose 
“one or two for the same reasons. But there 
are some differences that don’t involve any er, | | 
hardware limitation, but rather fundamen- ANS Quas ane " gained Pol ie ever e 
tal differences between console and PC a. | | | ae alduaalnd 
games in general—the screen, the controls, the 
audience playing it. How would Activision and 
‘Hammerhead deal with these changes? 
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cs aw i) La 


mission pack—The Reckoning) and keeping a similar flow 
but making them very playable on the PlayStation. 
And from the player's standpoint, the most important 


. Stratton. 
controller] is a 


ter. One man lea’ 
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Electronic Gaming Monthly Picks the Yearfls Best Game System! 
Tons of Cheat Codes and Tricks for All Your Favorite Games! 
EGMOs Good, Bad and Silly Awards of the Year! 


. 


apace terpenlh eeet Mtl a iF berrened 
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Reviews 


a a The Most Comprehensive 


nN 


BE A PRO AT: 


The Uitimate Guide to this Year's Hottest Games! 


VIDED 5 pyle Monthly’s annual Video Game Buyer’s Guide. EGM’s 
BUIVER’S GUNDE fh ctsirs sera nae 


it’s time again: time for Electronic Gaming 


¢ EGM’s Best and Worst Awards 

¢ Comprehensive look at all the systems 

e Reviews of hundreds of games, old and new 
e Tons of tricks, cheats and codes 


EXPER #2 


The Best Compilation of 
Tricks, Codes and Cheats 


We cover everything from 
Nintendo 64 to Game Boy. 
If you’re looking for the 
hottest tricks, codes and 
tips, this is the gaming 
magazine for you! 


The Only Place To Go For All the Latest N64 Tricks & Tips! 
DOES NOT ENDORSE, SPONSOR, NOR OTHERWISE AUTHORIZE THIS MAGAZINE! ee ‘i 
N64 Previews, Reviews, Electronic Gaming Monthly's Players' Guide to | 


Strategies and Codes | 

The ultimate resource for | 
Nintendo 64 fans, featuring 
reviews of all the latest games, 
previews of all the upcoming hits, 
tips, strategies and more! And 
don’t forget about Zelda 64... 


Strategies and Reviews of 

| the Hottest Sports Games 
Want to beat your friends in , 
Madden NFL 99, NFL GameDay 99, fy 
NFL Blitz or NCAA Football 99? All the EIR 
This is the book that will turn you Reviews &' Previews 
into a video gridiron legend. 
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The beautiful but deadly 
railgun takes out an 
unsuspecting Strogg soldier. 


ii 


to use. Quake II will be dual 
shock and analog compatible, 
which will help with running 


and looking around, but it’s still | version), but we aren't ruling out-anything They have power over every pixel, and 
a little more awkward to use than yet. We'll have certain levels unique to the I'm not exaggerating. They may feel like 
the keyboard and mouse (on the PC). So —_four-player deathmatch for sure. We'll do some textures aren't working and we'll 
what we are doing is taking the basic that not only because we'll need to remove — send them a build and (id artist) Adrian 
design elements of the Quake II levels, and = some architectural detail (to keep things Carmack would go through and tell us 
modifying them for the PlayStation— moving smooth), but also because in a four- — exactly what needs to be changed. And 
where we will have more open areas player game all on one screen you don't that’s because we know id really does this 
and hallways will be wider to avoid want to have the same kind of level you do better than anyone else. Their level design 
problems of moving and smaller edges in a single- or even two-player game.” and their gameplay mechanics and their 


you might get caught on.” 


“Also, it's tough to like, look up and turn around AA alt should be an exhilarating 


and look back down on the PlayStation controller, 

adds Marty, “so there will be some sort of auto- B F 

ciming orand this is stil being hashed outcome @M perience where you aren't held 
thing to recenter your aim back to the middle, just 


to make it easier to play on the PlayStation. That's back by the controller, not held 
the thing—to make it fun on the PlayStation. Not 


frustrating. It's very important to make sure that back by anything sO it's just an 


people can get into the game and they can play it 


easily, that it’s accessible. [In] the first level you enjoyable game experience. " 


should be able to pick it up, enjoy the way it feels, 
enjoy killing the monsters...it should be an exhilarat- 


ing experience where you aren't held back by the The good news for gamers is that combat orchestration are really.second to 
controller, not held back by anything, so it's just an nothing new, nothing old either for none.” Chris sums it up well when asked 
enjoyable game experience.” that matter, will make it into the final what he thinks of John Carmack, of id, 
PlayStation version of Quake II without the. and of Quake JI-—“Brilliant, brilliant 
SOMETHING OLD, SOMETHING NEW full approval of id. “id are really like the and brilliant.” | 
So will anything new be added Ey the PlayStation directors of the project,” Marty explains, And.if what we've seen:so far is any 
version? “There may be a new monster or two, “Everything goes through them. Every indication, PlayStation owners may have 
maybe another Boss, or sub-Bosses. We really design change, every map, every build we similar praise for Chris and the team at 
haven't decided yet,” responds Marty, “As far show—all of that is filtered through jd. Hammerhead when Quake II hits this winter. 


as new guns go, the feedback we've gotten 
from players is that they like the feel and 
balance of the weapons already (in the PC 


~ 


.. THE STROGG ARE 
S/he COMING! THE STROGG 
ARE COMING! 


Check out these pics of the Quake I! figures 
F coming soon from Resaurus. Look at that 
detail! They look good enough to be 
stand-alone models, but these are fully _ 
adjustable, posable action figures. Each 
pack will come with two figures (like the 
Resident Evil toys) and other goodies like 
weapons for the marines and interchangeable 
parts for the Strogg. Cool! On the way are the 
“ue Male and female marine, Strogg Parasite, 
ig? Barracuda Shark, fron Maiden, Technician 
© and Tank. 


Exactly how Quake fl’s story line will 
change for the PlayStation is still being 
decided. (PC intro pictured above) 
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Order OPM Back Issues or 
Demo Discs Today! 


Issue 1— October 1997 $15 

Ghost in the Shell Feature, Final Fantasy VII Strategy 
Demo Disc includes: playables: Intelligent Qube, PaRappa 
the Rapper, Ace Combat 2, Fighting Force non-playables: 
Tomb Raider II, NFL GameDay 98 


Issue 2— November 1997 $10 

PaRappa the Rapper Feature, Bushido Blade Strategy 
Demo Disc includes: playables: Crash Bandicoot 2, Croc, 
Armored Core, Madden NFL 98, Cool Boarders 2, Colony 
Wars non-playables: NHL FaceOff 98, Ghost in the Shell 


Issue 3— December 1997 $10 

Cool Boarders Strategy 

Demo Disc includes: playables: Bushido Blade, Vs., 
Star Wars: Masters of Teras Kasi, Jet Moto 2, 
Cardinal SYN, Ghost in the Shell, Moto Racer, 
Test Drive 4 non-playable: One 


Issue 4—- January 1998 $10 

Resident Evil 2 Feature, Tomb Raider II Strategy 
Demo Disc includes: playables: NFL GameDay 98, 
CART World Series, Frogger non-playables: Spawn, 
Final Fantasy Tactics, Pandemonium 2, Gex 2 


Issue 5— February 1998 $10 

Dead or Alive Feature, 1997 OPM Editors’ Awards 
Demo Disc includes: playables: NCAA GameBreaker 98, 
Tomb Raider II, Command & Conquer: Red Alert, 


Crime Killer non-playables: Pitfall 3D, Resident Evil 2, 
Vigilante 8, Monster Rancher 


March 1998 


includes playables: Bloody 
Roar, Monster Rancher, 
Shipwreckers 


~ NBA Shoot Out 98, 
SaGa Frontier, 
Mega Man Neo 


Disc #6—*7.99 


PlavSt ation April 1998 
10 Overlooked PS Picks 
Resident Evil 2 Strategy 
Demo Disc includes: 
layables: Hot Shots Golf, 
Pitfall 3D, WCW Nitro, ONE 
non-playables: Blasto, 
The Granstream Saga 


Issue #7—*10 


May 1998 


Psybadek Feature 
Tekken 3 Strategy 
Demo Disc includes: 
playables: Einhander, 
Gex: Enter the Gecko, Klonoa 


non-playables: Dead 
or Alive, Gran Turismo 


Issue #8—*10 


Win Namco 


Official Contest Rules 


Nes Bar chase N sary: To enter, se 


ation Magazine, 1920 High : 
6( 0148 or e-mail it to dan_pelusoezd.com or fax it 
purcnase or payment ¢ of any money Is! 
household per month. Entries must bat 
month for the next available issue of OPN 
property of Ziff-Davis and will not be 
assumes no responsibility for lost, muti 
postage-due or misdirected entries. Sponso 
this contest at any time with appropriate notice. On 
organization, or household per month. 

2. Prizes: One Grand Prize winner will receive two (2) video eames as deter- 
ne by Namco. Grand Prize has an ney ximate retail v 


One entry per 


of the 


h day 


one prize per fart ily, 


80. Winners 


shall be determined by a random drawing of all valid entries C s 

whose decisions are final. All prize winners will be notified by mail. Prize(s) are 

non-transferable. No substitutions sf prize(s) are ails ned, except at the option 
b 


of Sponsor should the featured prizes become unav 
3. Odds of Winning: The number of winners and the odds of winning will be 
determined by number of valid entries received. 
4. Eligibility: Contest open to residents of United States and Canada. Void in 
Quebec. Non-compliance with the time parameters contained herein or 
return of any prize/prize notification as undeliverable will result in disqualifi 
cation. Winners or their legal guardians shall sign an affidavit of 
ligibility/release of liability/prize acceptance within 5 d 
forfeit prize. By acceptance of prize, winner(s) agree to the use of 


name 


PlayStation June 1998 


Magazine Metal Gear Solid Preview 
Gran Turismo Review 
Demo Disc includes: 
playables: Cardinal SYN, 
Vigilante 8, Forsaken, N20, 
TOCA, Dead or Alive. 
non-playables: Tomba!, 
Jersey Devil 


it i aad 


Issue #9—°10 


July 1998 


Legacy of Kain: Soul Reaver 
omba! Strategy 

Demo Disc includes: 

bles: Gran Turismo, Tomba!, 
ioe Saga, Jersey 
Devil, NBA Shoot Out, Blasto, 
Speed Racer non-playables: 

NFL Xtreme, MLB 99, 

Tekken 3 


Issue #10—* 15 


August 1998 


Metal Gear Solid 
Vigilante 8 Strategy 
Demo Disc includes: 
playables: Tekken ~Netgs Prop 
Racing non-playables: Duke 
Nukem: Time to Kil Lunar: Silver 
Star Story, Ninja: Shadow 


of Darkness, 
Metal Gear Solid 


PlayStation mem September 1998 
A PlayStation’s Birthday 
i wee at Elemental Gearbolt Strategy 
fe: Ry. Demo Disc includes: 
playables: Spyro the Dragon, 
Duke Nukem: Time to Kill, WWF 
War Zone, The Unholy War, 
S.C.A.R.S., non-playables: Metal 
Gear Solid, Rival Schools 
Test Drive 5, Threadz 


Issue #12—% a 


PlayStation , October 1998 


Spyro the Dragon Strategy 
Demo Disc includes: 
playables: Metal Gear Solid, 
Legacy of Kain: Soul Reaver, Test 
Drive 5, Devil Dice, Brunswick 
Bowling, Ninja, NFL Xtreme, Cool 
Boarders 3, non-playables: 
Parasite Eve, 

Rival Schools, NFL 
GameDay 99 


big Trick Special 
PlayStation Contains 60 pages of 


strategies for all of your 

favorite PlayStation games. 
Also includes codes and tricks 

for more than 275 titles. 


Tricks Special- *15 


Anime Videos 


and/or likeness for purposes of advertising, trade, or promotion without 

f compensation, unless prohibited by law. Neither ZD Inc., Namco nor 
respective affiliates, subsidiaries, divisions, or related companies are 
onsible or liable for any damages, taxes, or expenses that consumers 


yht incur as a result of this contest or receipt of prize 
5. Winners List: For a list of winners, send a stamped, self-addressed 
envelope } identifying the month for which the winners list is requested to 
OPM Top 10 Most Wanted Winners List, 1920 Highland Avenue, Suite 222, 
Lombard, Illinois 601448. Allow 4 weeks for delivery of winners list 
6. Restrictions: Void where prohibited or restricted by law. All federal, state 
and local regulations apply. 


Official Sweepstakes Rules: (same rules as above with these exceptions below) 
No Purchase Necessary: To enter, send a letter or standard siz 
containing your name, address, and phone number together with y li 
10 most wanted video games to Import Games Sweepstakes, Official U.S 
PlayStation Magazine, 1920 Highland Avenue, Suite 222, Lombard, Illinois 
60148 or e-mail it to dan_pelusoezd.com or fax it to (630) 916-7227. 2. Prizes 
One Grand Prize winner will receive one (1) video cassette of anime. Grand 
Prize has an approximate retail value of $25. Winners shall be soca 
by a random drawing of all valid entries by OPM editors whose decision S 
are final. 4. Manga Video nor their respective affiliates, subsidiaries, “div isions, 
or related companies are responsible or liable for any damages, taxes, or 
expenses that consumers might incur as a result of this contest or receipt 
of prize. 3. For a list of winners, send a — adh addressed env 
mh the month for which the winners list is requested to Import Games 
Jinners List, 1920 Highland Avenue, Suite 222, Lomba 
All ow 4 weeks for delivery of winners list. 


Don’t Wait, Place Your Order Today! 


Each issue is bursting with previews and 
reviews of the hottest games as well as the 
most in-depth and comprehensive game 
strategies available in a magazine. There's lots 
of cheat codes as well! To order, simply check 
off which magazines you want and send in the 
order form (photocopies accepted) along with 
a check made payable to: ZD Inc. for the 
amount indicated for each magazine plus 
shipping and hanaling—add $2 for U.S., 
$3 for Canada and $5 for foreign orders—in 
U.S. funds only for each magazine! 


Orders should be mailed to: Official 
PlayStation Magazine Back Issues, 1920 
Highland Avenue, #222 Lombard, IL 60148 
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Strategy — 


he time has come to slip into your sneak suit and 
assume the role of Solid Snake, retired member 
of the elite tactical group FOX-HOUND. Your 
mission is stop the latest terrorist threat on the 
site of a nuclear warhead storage facility. 
Dealing with fanatics like these is never 
simple, leaving Snake to unravel a tangled 
web of deceit, while trying to stay alive _ 
at the same time. My mission is to uncover — 
the easiest approach to each level you will 
explore, pointing out the hidden areas and 
items along the way. Team members will 
be helping you with critical information 
throughout the game, but unfortunately 
how to survive is not an aspect they will 
cover, Techniques to battling the various - 
_ Bosses you encounter as well as game 
secrets will also be touched on. This 
strategy is based on playing through 
the game on Normal. The item loca- 
tions that are noted cover the initial 
items found in each area. This is 
what al ve been trained for, Snake. 


RATIONS 
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m7 snake dpeaes ‘and his 
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RATIONS 


Tere MAE NACL aR Magazine 


DIVING 
POINTS 


Use the strangle hold to throttle 
guards into submission or drag 
them around as a human shield. 


TAN Peeve ee eee ET 


MAP KEY 


Guards found 
in each area 


& L Surveillance 
~ | camera positions 


r Location of hidden 


land mines 
2 L # key card needed 
to open a door 


All types of doors 
= + that can be entered 


ITEM ABBREVIATIONS 
G. - Grenades 

B. - Bullets 

M. - Missiles 


‘a See 
Be Se a a ee 


oe See eee 


AS eee ong 
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- next obstacle are several surveillance 


Sait 0 ci shoot him from a 


SOCOM 
Alert guards will follow the | ~ 
footprints you leave, making it 
wise to stay away from the snow. — 


HELIPORT = its 7 rs 4 a 


Snake has arrived at the heliport just 
outside of the tank hangar. This is the 
Liles) ace)e)eloladUlaligmcome| 1a (ol0 mm ar-lale mele 
some Chaff and Stun Grenades and the 
essential Socom handgun. There are 

a few things for you to avoid here in 


addition to the guards. You will see two 
large spotlights scanning the landing 
pad. If they come in contact with you, 


the alarm will sound. The guards will 


| CHAFF G. 


keep their distance, allowing you to time 
a dash at those Chaff Grenades. The 


cameras. Wait for them to point away 
from you and then move directly under 
them. Once they swing back the other 
way, move quickly out of their field of 
vision. Finally, keep in mind that when 
ou walk through the snow you will 
are tracks i guards will follow. Your HELIPORT 
apinceyy is to reach one of the two air 


RATIONS 


) ven igpen ite ee nanept The| wer > 4 | 
vent has a guard and ast mt uF 


Use your Scope to watch patrol patterns. Sneak around the heliport using walls, crates 
and the truck to keep out of sight as you head for the vents. Watch out for cameras! 


daisy by knocking on the 


distance. Sneaking past this camera is tough, but even if it spots you, keep moving ‘until you 
are inside the vent. It isn’t safe for you to stop once inside, though, because the guards have 
a habit of throwing grenades in after you. The upper vent is probably the easier of the two. 
Slide past the camera at the base of the stairs and head up to the walkway. There is a lone 
guard patrolling here. If you wait to the right of the stairs for him, you can follow him when 
he turns and heads off in the other direction. Both sets of vents contain some Rations, so if 
you are in need of health, be sure to explore them thoroughly. 


Guards will return to an area if you are spotted by surveil- 
lance camera, even if you have disposed of all of them. 
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Ban aide. he tank hangar you — 
ll be directed to the elevator 
by the colonel. Before you head 
down, be sure to explore the | 
upper catwalk. You will find a 
room that contains a pair of 
Thermal Goggles. If you don’t 
grab them now and you decide to 
go after the DARPA Chief first, a 
couple of things will have changed 
__ when you come back to the 
hangar. (@Javewre) mac al-wae-laltom alten l= 
gone and the room which had the 
goggles will now be closed. Items 
_ like the Thermal Goggles will 
appear in a later location if you 
missed the first one, but this is 
_usually after they would have 
LOWER VENT proven to be most useful. There 
are several security doors which 
(or lal ale) ai of-Me) o\-lal-tomWilaatole] aaa) 
proper level card. Each door is 
labeled with the level security card. 
required. The Level 1 door on the 
lower level holds the valuable 
_ Socom/Suppressor, silencing your 
ne fue Heol when used. 


% 


3 


The upper catwalk is perfect 
to get your bearings, locat- 

ing the positions of cameras 
and patrolling guards. Never 
rush into a situation blindly. 


down each. of the preter you find th fief. Aft 

Level 1 Card. When you leave the cell yo will 

fo} ito) (oh (-1g-eam ol gi] um coM-je-1 alo Mola cat-M (Jaa) (0(-Me) meal) door te 

fourth wave they will toss some grenades through the do 

weathered the storm you will need to head 
: eS Be Be 


MINE DETECTOR 


CHAFF G. RATIONS 


CARDBOARD BOX/A 


H- 
CHAFF G. 
a 


UPPER VENT 


PL EAS LDS: FEE 
— % Bs RAG Do 


The armory has several old 
rooms in it that have been 
blocked off. Knock on the 
walls to find hollow spots and 
use the C4 to blast an opening 
into walled-up rooms. There are 
two located at the top of the 
area and one in the bottom-left 
corner. This opening will lead to 
President Baker and two level 
six doors, one of which has the 
Camera inside. Don’t forget it! 


THERMAL GOGGLES 


TANK HANGAR - UPPER 


» ae aa 
pes ad “tte - tee ween e 
yt 


CODEC CONTACTS “2A. 


The following are 
the people Snake 
will need to be in 
contact with via 
CODEC and their 
frequencies. 


MEI LING 
140.96 


CAMPBELL 
140.85 


RATIONS 


SOCOM B. 


Get up close and 
personal to toss 
grenades at the 
gunner. Watch 
out for that 
machine gun. It 
will tear you up if 
you get too far 
from the tank. 


; Oh ay 


Sp iatipiae a ae ae 
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Wake your way to the = au esr where Meryl will have 

Wopkred the cargo door. Use the Level 2 Card to get the Mine 

Detector from the upper level before you leave. The exit is 

lined with infrared beams, requiring you to use the Thermal 

Goggles to make it past them. Take it slow and switch to digi- 
tal if you are using an analog controller to make things easier. 
Use the Mine Detector once outside, crawling over landmines 
iColr-To(oM ual-1e nM com (ol0lmr-1e--1al-] Om (olWal oln-) of-1a- Mi Com ColeL Me] Cola m1 tg 
Raven. You will first need to get close to the tank. The Chaff 
Grenades will allow you to knock out the tracking of the main 
gun. Once nearby, lob Grenades at the gunner to take him 
out. You will need to be careful not to get crushed by the 
massive tank. A second gunner will emerge after you have 
taken care of the first. The canyon has plenty of Grenades and 
Rations lying about; just be sure to throw a Chaff Grenade if 
you wander away from the tank or you'll get hammered with 
shells. The last gunner will be blown from the tank when it’s 
destroyed and will leave you the Level 3 Card. 


will receive the Level 2 


_ from Baker once you've 


OTACON 
141.12 


NATASHA : 
141.52 


DEEPTHROAT 
140.48 


MERYL 
140.15 


PATH TO OCELOT (mmm. 


President Baker is being held in a room outside of the 
armory. You will need to use C4 explosives to reach it 

from the bottom-left corner of the armory. Look for 
discolored portions of the wall or knock on the walls to 
uncover these sealed rooms. Baker is wired to goup in 
flames and you must do battle with Revolver Ocelot to 

save him. It will feel a bit like a game of ring-around- 
the-rosey, but you must chase him around the perimeter 
of the room. He has six bullets in his gun and will stop : 
briefly to reload when he is empty. This is your chance to 
plug him. Keep moving around, being careful to avoid 
bullets ricocheting off the 
walls. You must also keep 
your distance from the trap 
President Baker is wired to. 
Contact with it will send 
the room up in smoke. You - 


1@F-Tue -lale M10 ©) ol4(om Dive 


made it through this ordeal. 


SOCOM B. 


CHAFF G. 


GRENADES 


NIKITA M. 


FA-MAS B. 


SOCOM B. 


[J Trap doors. Keep moving or you’ll fall into a pit. 
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Dr. Eramigrict 4 is being held t ola rite is bed | a cE GRENADES 

ment level of the nuke building. Your first task i Wert RATIONS 
to make it through the first floor without using — 
any weapons. The room is full of nuclear war- 
heads, leaving you to rely solely on how stealthily _ 
you can move about. I prefer to slink along the 
bottom wall to the left and head up the stairs. If 
you walk between the missiles, the guards are 
more prone to hear you, so stay away from that 
area. Sneak up behind the guard at the top of the 


nae 


CHAFF G. 


GRENADES 


There are several phases to stairs and enter the elevator. Stop on the first 
the battle with the ninja. basement level and find the Nikita Launcher. 
Patience and some good When you enter the air lock, the room will fill 
timing will be the key. with gas. Fire a Nikita missile and guide it to 


[ag Moce) a) age) Mele) cam at-Me[elaMer-lanl-Te- Mut) aclaele) ate 
ooh Wa Panto [ia lale mr- Mexol6) o)(-Me) mr-Lac-1a a) 0) Memeo) ii] 0) (ce 
Just keep an eye on your oxygen level. Once the 
electric floor is disabled you can find the Gas 
ET Slate Morel aelaiU-Mcalaele lean col da\-Weleleic0) sMaIclon 


THE NINJA om. 


ime) (Cen late fhagl-vu ay-1] re) mot-Taat-[e(-AVZoLVRUY || ilatoMent-We [olen 
tor being harassed by the Ninja you encountered 
earlier. Forget about using weapons to battle him. 
Attack him quickly with punches and kicks and he will pull his sword to fight you in hand- 
to-hand combat. He has several moves he'll throw at you. The most troublesome is his 
whirling side kick. Fight him in an open area to give the greatest mobility. Keeping out of 
striking distance, stand still to lure him to attack. Dodge to the side when he commences 
and strike him after he lands with a series of blows. The Ninja will also levitate to the ceil- 
ing to crush you, but this is easily avoided, leaving him wide open when he lands. After 

Niele mar-\\i-mel-laat-te(-temallanmal- 

_ will go into Stealth Mode. 
You will be able to make him 


out, but if = are having trouble use the Thermal rae He will aftenipt to 
ehitias : oe 


eer Bows, 


g as you str 
| one of his heap takes punches. Once again, ail him before he can Ehather 
nes ely you will have him on the verge of defeat, but he’s not done yet. 
A ly energy field will ‘deal him th him, us as h he screams for mo 
4 Bil: {is ae 3 ‘Gegigmm th | | 
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GRENADES 
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fate. Mantis will take control of Meryl and 
you will have to clock her a few times to | 
battle Mantis himself. After you knock her 
out, you will want to take the controller out — 
of Port 1 and plug it into Port 2. That’s right. 
He won't be able to read your mind this way. 
Otherwise your efforts will be futile. He will — 
make himself invisible and teleport about to 
make himself an obscure target. His attacks 
all revolve around levitating objects, using 
them to inflict damage. One attack uses 


WARHEAD STORAGE BUILDING - 1 Floor 


There is really no way to 
sneak past the keen senses 
of this wolf pack. The more 
powerful FA-MAS is perfect 
to make quick work of 
them while you explore 
the cave for items. 


FA-MAS B. 


FA-MAS B. 


RATIONS 
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FA-MAS B. 
RATIONS 
three chairs encircling him. Stay clear and shoot him when they stop 
moving. To avoid the various other objects he sends your way, run 
while you shoot. Although this can be a little difficult, it certainly 
helps in avoiding flying paintings. The Thermal Goggles are also 
helpful in locating him when he uses his optic camouflage. In the | 
middle of battle he will resort to using Meryl again before you can 
_ finally finish him off. Before Psycho Mantis dies he will open up a 
passage leading to a series of wolf-infested caves. Use the Night 
___ Vision Goggles to feel your way around. There are items hidden in. 
___ the corners if you can subdue those wolves. Don't underestimate 
_ them. If they gang up on you, _ 
you'll be full of of holes in no 
time. At the bottom of the - 
second chamber there are two | 
caves you can crawl into, one — 
with more items and the other 
leading to the exit. Once 
through the door you must ‘ 
_ pass a minefield. Follow Meryl 
agar belly crawl across to make ¢ 
or safely. yee 


 - SOCOM B. 


FA-MAS B. 


RATIONS 
RATIONS 


e if d 
Keep in mind that when you return to an area previously 
cleared, there is a good chance that the number of guards C] 
patrolling has increased. In the same respect, locations mee STUN . | 


where you initially found a weapon will now have ammo for 


ee 
that specific gun instead. 


NIKITA LAUNCHER 


CARDBOARD BOX/B 


ope . RATIONS 
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SOCOM B. 
NIKITA M. 


RATIONS 


RATIONS 
CHAFF G. 
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a FA-MAS B. 
DIAZEPAM 
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RATIONS | 


FA-MAS B. 


FA-MAS B. 


NIKITA M. 


NIKITA M. As you step out from the mine field, eon! “pail ne 


picked apart by Sniper Wolf. There isn't anything 
you can do until you find a sniper rifle of your 

own. Return to the first building armory to find the 
PSG-1 Sniper Rifle behind the Level 5 security door. 
The other essential item to combating Wolf is the 
drug Diazepam. It will keep you from shaking while | 
trying to get the sight zeroed in on your target. You 
can beat her without it, but save yourself the frus- 
tration. Sniper Wolf is camped out on the second | 
level at the end of the corridor. She will be hiding 
behind the pillar just to the left of the center. 


BODY ARMOR 


WARHEAD STORAGE BUILDING - 2nd Floor Basement 


(3) November 1998 


DOLRZEPAM 


Fire just in front of Sniper Wolf as she 
changes positions to nail her. CARDBOARD BOX/C 


There is no set pattern she follows, so simply 
wait for her to stick her neck out and take the 
shot. When Wolf runs to the far right, aim for 
the lower portion of her body, for she has the 
habit of crouching when she gets there. This 
is also a good opportunity for you to get in 
some additional hits while she’s on the move. 
If you do happen to take a bullet, make sure 
Vole M-In-m r-lealave M1 de-1(e Lal Mola’ (-1nem ol-1 (ela Mele 1) 
ing your rifle. The scope moves very slowly 
and will leave you open to take additional 
damage. Collect the items on the left side of 
the area before you near the door and for 
goodness sakes, save your game or you will SNOWFIELD 
regret later! 
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OCELOTS’ REVENGE 
a jad er Ocelotih a ji nite 


na bad mood after 
endurance are what you nedd to get you through this ordeal. 
This is the critical juncture at which you will unknowingly 


fie the ending of t 2'game. | While I don't want to 44 


eveal that to you, u that if you choose to. 
ut ausdves rec ending.” Once you 
] ve survived four de jock, therapy, you will be 


e no time for socializing. 
Ocelot will girs you back foe yet anbebe ounc of torture. If you an handle it, dag: wit: fod, 
up back in the cell. The guard will get sick and run to the batt thr 
will show up with a bottle of Ketchup and a Scarf. Lay dlowt Bi n 
ketchup, faking the old “I’ve been stabbed and can't get up” tric i 
while the guard is away or he will ask you why you are playi g in tchup. Wait. iy eee 
until he comes in and dispose of him. If your plan is foiled, the guard fail take you ey 
out for antes round with tp alot. . When oe 
u've finally been returr e cell, 
tk NTE will neta to mate seh 
with the jailbreak. How’s y ANOS 


1 must do this ay 


ai 


When your trickery with the 
bottle of ketchup fails, you will be 
saved by your old friend the Ninja. 


What are you playing around 
that ketchup for? 


ASCEND THE TOWER ° 


Having escaped from your cell by one means or another, Snake will first Ta) a Co) get his items — 
back. Fortunately they are all boxed up for him in the torture room. There is a bomb planted | 
among your items which you will want to dispose of before it goes off. While in this building you 
may as well take your newly acquired Level 6 Card and clear the final room in the armory, load- 
ing up with ammo on the way. Once back at the Warhead Storage building, head i) the second 
level basement to get the Body Armor from the last unopened room. Finish exploring any unin- 
vestigated rooms and head to where you fought Sniper Wolf. Through the Level 6 door you will 
jilarem-War-\t\y Nay aliol al (-y-le\-Micelt- Me (ele) mm @/ale Miao (Mi cal-Mr-1t-]aaam yl @ ole] alel-lalenre[Ul-lue (i) 1M-| e)elgel-leia) 
from behind you. The FA-MAS is my recommended weapon to use, starting with those two 
guards coming at you. Don’t leave the room without the 
Rope or equipping the Body Armor (makes this much 
easier). Through the next door you'll find yourself at the 
base of a stairwell. Hopefully you have stocked up on 
ammo, but if not there is a considerable bit here. Now 
you must run up this series of stairs, all of the while 
being chased by guards. Stop to take care of them when 
they draw near. If you are shooting as you run you'll 
have no problem dealing with any guards coming 
straight at you. About halfway up you will find a door 
which is conveniently frozen shut, leaving you to fight 
your way through to the top of the tower. 


Getting caught in the crossfire of two guards is trouble. Take care of 
LIQUID SNAKE De ea a guards closing in from behind before you continue your ascent. 
Liquid Snake is lurking above the roof with the Hind D. Snake 
sale) ate] of el) Melo) Vem eal-Me-)(e (Moy me cal -Mi Co) 1m Cot) al ant) bmicol unm ol-Teelanilale Met-lalarelam celee(-1mmit-le) el- Mele \Zamaal-M-d(e(-Melel (ani \ a com-\V0)(e Mali 
gunfire, taking care not to get singed by too many steam spurts on the way. The walkway you reach is outside of the frozen door from 
earlier. Use C4 to open it up if you want to head back to the bottom of the tower to replenish your supplies. The walkway is watched on 
the opposite side by three guards who will mow you down if you attempt to cross. The sniper rifle will take care of these would-be 
obstacles. Take up position just to the left 
of the walkway and pick them off one by 
one. Having crossed, the Hind will appear 
and open fire on you. Duck quickly through 
the doorway into the second tower where 
you will find the Stinger Missile Launcher. 
The elevator inside is out of commission, 
leaving you to climb the stairs to the roof. 
Keep a wary eye out for gun cameras 
mounted on the walls. Reaching the roof 
you must tangle with Liquid in the Hind. 
After the first few Stingers make contact, 
the Hind will drop down out of sight. Track him 
on radar, waiting for him to come into view. 
Position yourself between the two buildings for 
the best cover. Things get really hairy if you 
3 (10M [a] coll cal- Me) ola P-cell ol of-14(-1al aun Goll ir-1a-Ml o) alace) 
means safe from being shot in this location, but 
it will make it easy to slip around the corner 
out of machine gun range. That was my key to 
success. Lock-on, fire and then put a building 
between you and his guns. To replenish your 
missile supply you will have to make a mad 
fo FT oh cola calm Col (lena (e |alacetelgat-lame) ii Cal nolo) B 


ee ee 


WE MEET AGAIN © = cox HOUND 


By this time Otacon has got the elevator operational. 
Before you get into the elevator, check behind the 
stack of crates to the right of it to find some Rations. 
Once inside and on your way down, you realize you 
aren't alone. Four Genome soldiers are equipped with 


Dual Shock controllers really bring 
out the intensity of the action, 


especially during the Revolver : 
Ocelot torture sequence. You are stealth camouflage and commence attacking. They take 


massage to soothe your aching wrist. be best to try to focus on one of them at a time. 


Check the first floor for supplies, run past the gun wae 
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cameras and head out into the 
snowfield. Sniper Wolf is hidden 
among the trees on the opposite side of the field. 
Use the Thermal Goggles to spot her position. She may retreat 
behind a snow bank, but keep following the direction she went. 
Once you have her in your fe] ai ware (olalm aa Cok-X-M al-1 a Mal) quickest way — 
to beat her is to fire just in front of the direction she is running. 
Usually she will turn and head the opposite way. Good marksman- _ i aia Pa 
ship will make you feel as if you are shooting ducks at the carnival. raion cia THERN.G 


A 7 


The storage rooms on the perimeter of the snowfield are 
stockpiled with ammunition. After having your fill, head down 
to the Blast Furnace. Edge along the wall on the far left and 
be careful of the moving panel. Duck to avoid it and keep 
against the wall or you'll end up in the molten steel below. 
There is nothing of vital importance here, but there are more 
opportunities to find ammo. Take the two cargo elevators 
down to Vulcan Ravens’ lair. On the first elevator you will be 
assaulted by several soldiers as you attempt to descend. 
Having dealt with them, you will reach an area requiring you 
to switch elevators. This area is jammed and leaves you blind 
to the fact that there is a gun camera and landmines sur- 
rounding all of those those tempting items. This lift will take 
you just outside of the frigid home to Vulcan Raven. Although 
he’s not inside of a tank this time, the gun he carries is big 
enough to install on one. Raven starts off very slowly, the per- 
fect chance to use the Stinger against him. After four or five 
hits he will pick up 


Duck! Watch out for that mov- the pace considerably, 


ing panel or it will knock you off. running around in an 
| agitated manner. 


It's at this point 
that you will want 
to switch weapons 
to either Clay- 
Mores: gr C4. W ai aren — 
- there is no set pat +5 Tee tiitba 
tern which Raven moves in, she does like. to frequent the top- eft 
corner, proceeding to run down the left side of the room. 
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BLAST FURNACE 


Choose to fight him with ikitas or Stingers at this pointand 
he will shoot them down. 4 ring the fray, Raven will be tearing 
_ up the crates, some of which will topple and F 
block part the path. Sometimes these have 
items on top of them which will then be on the 
ground. With his defeat comes a moving speech 


: ard. The next warehouse joo ee 
lissiles inside, as well as a ton of ie 


SOCOM B. "gun camera 


Watch out for the couple of trap ; . 
doors before 2. | rer er the room. On the other side ie “ — est st neg 
of ee last: e Ie j u will have reeaye ye Gear i 4 block your path. 


FA-MAS B. | 


a We’ve discovered a rather 


amusing subject to take a 
snap shot of. As disgusting as 
SOCOM B. it sounds, use the Camera to take 
a photo of the guard taking a 
whiz. When you check out the pic- 
ture, you will see a “ghost” image 
of what we can only guess is one 
of the developers. That’s a keeper. 
For those of you who don’t find it 7 

as entertaining, you can simply a es 
CARGO ELEVATOR exorcise the photograph. [NAME ENTRY | COLOR ioe 


FA-MAS B. 


RATIONS 


e ‘A moat ele the peta i the thes and con- 

} val Just be aware that the water, or whatever liquid it 

i pe (hh causes damage. Sna will need to work his way up a number 

a f scaffoldings before reaching the control room at the top. After the 

es Hibbs of Liquid and Ocelot, you will drop the Pal Key. Essential to [NIKITA M. NIKITA M. STINGER M. 
destroying Metal Gear, you must retrieve it from below. The key may 
have ended up in the moat or been eaten by a rat. If the rat got it, 
you will need to shoot him; otherwise drag the water for the key. 
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you will learn that the Pal Key is three keys in one. When they try to 
suffocate you with gas, call Otacon for help. Having inserted the first 
form of the key, you will next need to return to where you fought 
Raven. Wait there briefly until the Pal Key changes to light blue and NIKITA M. 
return to use it. Finally you must go back to the blast furnace and wait 
for it to change to its final form. Once you have used all three keys, 
Metal Gear will be operational, rather than destroyed. Liquid Snake 
Te blslokMlat)e(-mcal-Meli-lalqn/-1-] olelal- lee o)g-J0l-le-maceM-lac-(o. em Dt leltlale Baal WAREHOUSE 
radar dish on Metal Gear's left shoulder is the only way to stop it. Use 
the Stinger Launcher to take it 
out. There are three different 
attacks he will throw at you. 
The optimal time to fire at 
him is while he is firing a 
barrage of missiles at you. 
When he leans back on his 
haunches is the sign to rush 
in close and quickly get a 
shot off. He will also hit you 

_ with machine gunsanda — * 

_ laser beam. Run side to side - Psa 

te avoid the guns and be prepared to run thé opposite direction as soon as Defeating Metal Gear will take evasive action and a 

you see that laser beam. ‘The laser usually locks in on the area you were pre- quick trigger finger. This is it. Come on Snake! 
viously at, so a quick jog is usually successful. After destroying the dish, you 
will go through a cinema and then have to fight him again. The exact same 
id ote can be used, but this time your target is the cockpit instead. If you are aii there will be all sorts of fireworks, but 


Ss 
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“will result in you being ued When the battle seems to be going 
your way he will start charging you with his shoulder. This move does 
FY colatey me l-lant-le|-m-lare Mor-lamelal Wa ol-Mael lal t-le-le Ml mole me-lame|-1ar- Mile Mel gl 
before he rushes, but I suggest getting as far away as possible. To 
finish him off, you must knock him off the edge when has nothing left 
on his life bar. He will then plummet to the floor below. If the kick 
_ isn’t enough to kill him, he will grab 
_ the edge and gain some life back, so - 
make that last hit count. Time to get 
the hell out of here. As you make your 
escape, you will need to man the 
nareola}iatcme 6] aMelaiieal-W of-(e1. $e) mh dat-¥5(-1-] of 
Face the gun to the right and you will 
be facing your target when the jeep is 
_ blocked. After you have broken through 
the two barricades, you will be chased 
by Liquid in another jeep. Use the first- 
person view to aim the gun (this is the 
only time you can do that in the game). 
Well, I'll leave the final moments in the 
game to you. I don’t think Snake is 
ready to retire yet, do you? 


FA-MAS B. 


RATIONS RATIONS 
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Had enough yet? So, 
you want some more. 
Why don’t you try your 
luck on Extreme Mode? 


UNDERGROUND BASE 1 
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Strategy 


ON UFFrense 


Great players always run the ball as much 
as, or even more than they pass it. Running 


the ball keeps a defense off-guard in addi- 
tion to making your attack more versatile. 
If you can’t run the ball, you’re not going 
to win against tough competition. 
Interestingly enough, most quarterbacks 
make excellent running backs. Just make 
sure you don’t take too many hits with 
them, as they seem more apt to fumble 
the ball (especially after spinning). 
Typically, you should roll them out and 


run along the sideline. This way, if you fum- 
ble, more than likely the ball will go out of 


bounds. The key to good running lies with 
the spin move. This move is very effective 


(almost unfair, in a way) because it lets you 
run right at a defender and make him miss 


by spinning just as he reaches you. Then, 
after you make the first guy miss, you're 


CPU ASSIST 


With your great offense, you should be 
able to rack in the points, but when you 
get more than seven points ahead, it 
seems like the “computer assistance” 
kicks in to help the losing team. There's 
a code to turn it off, but most of the time, 
competitors won't let you, or you'll forget 
the code. Don’t fear, there are some things 
you can do to try to protect your lead in 
the last few minutes of the game. For 
starters, run plays along the field bound- 
aries. Most of the time CPU assistance 
will make you fumble, but running along 
the side of the field makes them almost all 
go out of bounds. Better yet, avoid taking 
the hit, and just jump out when you're 
about to be hit. You may lose a yard or 
two, but not the ball. It is strongly recom- 
mended that you do this if you're running 
the ball with the quarterback, the most 
avid fumbler in the game. 
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ace it. There’s nothing more satisfying than 
beating your opponents down in a no-holds- 
barred game of NFL Blitz. This rough-and-tough 
seven-on-seven football game has been 
) FMal¥ian) ol-lexe]al-Mali alam dal-M-|uer-(0 (<1 
gr for months. Now it’s coming 
_Scaoemeracern ne c home to the PlayStation, so 
you'll get to enjoy humiliating 
your friends from the comfort of 
your own home. To help you out, our 
resident NFL Blitz experts have pooled ph. 
their knowledge and put together this ) 
strategy guide filled with some of the best 
strategies and dirtiest tricks known to man. 
Use it wisely...your NFL Blitz rankings, and 


your pride, are at stake... 


Multipassing can disorient the defense. Try throwing the ball to an RB on 
one side of the field, and having him pass to a WR on the other side. 


usually free to run at least another 15 
yards. The spin works well against diving 
defenders. The second you see someone 
leaping for you, double-tap to perform this 
useful maneuver. 
One of the best and most over-abused 
elements of Blitz is the multiple passing. 
While performing two or more passes 
can lead to big gains, most novice play- 
ers tend to rely on them too much. Also, 


U reir re \ 
7 aN 
Moving your motion receiver is impor- 
tant, and is generally an underused facet 
of the game. Most Blitz players realize 
that he can be used as an additional 
blocker to buy some passing time, but 
they don’t realize his other uses. For 
starters, a motion man can be used to 
find out if your opponent has a man or 
zone defense. If you know football or 
have played Blitz for a while, you'll know 
regardless, but for new players, this can 
be a tremendous help. If you move your 
motion man, and one defender moves 
with him, that means the defense is play- 
ing “man-to-man” defense. That is, one 
defender is assigned to each of your 
receivers. So what benefit does knowing 
this do for you? Well you can do a few 


they get into a rut of passing one way, and 
then passing to the opposite. Any expert 
player (but probably not the computer 
opponent) will recognize this pattern and 
make you pay for it. Be sure to complete all 
sorts of passes, if for no other reason than 
to keep the defense guessing. In fact, the 
most effective passing usually involves 
throwing short to your running backs, and 
then running for yards. 


152 JM WUT. 


things against this type of defense. Say 
there’s only one defender covering your 
one wide receiver on the right side of the 
field (this happens a lot). You could move 
your receiver to the left, taking that 
defender with him. This opens the whole 
right side of the field for short passes and 
runs. Also, man-to-man defenses are 
more apt to be burned deep. This is 
because some defenders are better than 
others, and some receivers are better 
than certain defenders. If you happen to 
get say...Jerry Rice...locked up on a lame 
defensive back or linebacker, you're apt 
to get large chunks of yards downfield. 
So what does it mean if a defender 
doesn’t “chase” your receiver when you 
put him in motion before play? Well, it 
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means that the defense is playing “zone.” Zone 


defense is a defense that divides up imaginary 
segments of a field for each defender to guard. 
Zones are usually good for defending against 
deep passes, and less competent at defending 
short passes because they give such a big 
cushion. Furthermore, you can use motion men 


GHENT PLAYS 


Sometimes the best way to demonstrate how 
to play is to, well, actually demonstrate some 
plays. One of the best zone-busting plays is the 
“Back Split.” Because zone defenses typically 
leave the running backs wide open, Back Split 
works wonders because it puts two of them in 
the pass pattern on either side of the field. 
Simply pass to either side, and you might want 
to roll the quarterback to the opposite side 
that you plan on passing to in order to draw 
the defense in the wrong direction. Also, once 
the RB catches the ball, head upfield but keep 
an eye downfield just in case your one deep 
receiver gets open. Against man defenses try 
moving your motion receiver to the opposite 
side of the field. In a man defense, the 
defender will follow, opening up the field for 
your OB to run wild in. 

Also, in real football, zone defenses are beat- 
en by finding the space between zones, or 
what the pros call “seams.” Same technique 
applies to Blitz. Find passes such as the “Super 
Fly” that exploit the seams in a zone defense 
by running diagonal patterns. How do you run 
Super Fly? Well, the best way is to pass to the 
running back that runs laterally right, and then 
to pass the ball again to the left-most receiver 
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to overload one side of the field. For example, 
you could put a motion receiver next to anoth- 


er receiver and hike the ball. If both receivers 
go inside of the same zone, it’s impossible for 
one defender to cover them. But typically, 


when you see a zone defense, it’s usually a 


good idea to throw a short pass to the running 
back. If the zone defense collapses after the 
first pass, throw a second one to an open 
receiver. If not, don’t be shy about running for 
12-18 yards (typical rushing gain). Remember, 
the best players run the ball. 


as he breaks open (almost always versus a zone 
defense). And, by the way, if it looks like your 
opponent is doing something to cover the pass, 
try running your QB around the side to the left. 
Usually, he will only have one guy to beat 
because the other defenders will run to cover 
the cluster of receivers on the right. Use a spin 
move to dodge him, and you’re home free. 
Misdirection plays a big part in Blitz. That is, 


Ironically, probably the most ineffective 
ol} Tam Cmelbivalare MEAVLUTele(e | ame Me elele 
technique to use against new players, 
experienced players will make you pay 
dearly. It seems that the most effective 
YEW) Me l-3i-lale late M-lame) e) ole)al-10) acim Coll 0) €-)1] 

i ol-ale i olU) are (olali ale) i--], Samm Ra ’male) an Come l\-Me] 0 
Lat o}(e fm o)(-\’Am Melee) MUU) ine Meal lale-Mar-| 0) e181 
in Blitz, and the more plays an offense has 
to run to score, the more of a chance they 
have to make a big mistake. 


Learning the Basics 
The best basic defense is “Safe Cover,” 
a man-to-man defense. This one usually 
puts you in a position to make a play so 
long as you have decent players. Its big 
weakness is against the run because 
everyone is locked up covering receivers. 
“Medium Zone” and “Deep Zone” should 
/eY-ULy-e Mam Colale BY(-1ne(-[e|-Wir-lale | Ml ol--) ance 
reserve it for situations like 3rd and 4th 
and 20 when the offense gets desperate. 
“Near Zone” is very good defense, and 
serves as a great change-up against the 
short pass. It works particularly well in 
goal-line situations when short passing is 
F | ofol0) a=) 1 Oh cal- Me) ai-lali-mer-lalee (oO M-\ Comm al-1al 
the offense has less room to pass, you 
might try mixing in a rare, blitzing 
defense. For example, a “Zone Blitz” is 
useful because it sends players after the 
QB from both the left and right sides, thus 
making it hard for him to run the ball into 
the end zone. In the wide-open field, this 
foro] 0 | CoM (-t-)- Ma -1e-0)1/-1e i [e(- Me) el-1a mi cela elle 
gains, but near the end zone, blitz weak- 
nesses aren‘t so apparent. 


feigning a play one way and actually planning 
on going the other. One of the best ways to do 
this is to roll your quarterback to one sideline, 
and then throw the other. Take for example the 
play “Turmoil.” The running back runs to the 
left flat, but not very far down the field. This is 
your target. After the play is snapped, roll your 
quarterback deep and to the right. You can 
even make him look like he’s going to take off 
with the ball by running close to the line of 
scrimmage. This should draw defenders to you, 
especially an aggressive human one. Right as 
they close, jerk the control 
pad straight left, and pass to 
the RB in the left flat. Often 


he will be wide open, since 
you drew the entire team to 
the right on the misdirection. 
If he happens to be covered 
press the Jump button to 
leap and grab the ball. 
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Tricks of the Trade 


Our support resource for cheaters 


NFL GameDay 99 


Easter Eggs 

From the Main Menu Screen, highlight and access the 
Options. On the Options Menu, highlight and access 
the Easter Eggs option. Now choose to add and put in 
any of the codes as shown: 


CREDITS - Shows game’s credits 

EVEN TEAMS - Both teams are evenly matched. 
BIG BALLS - Huge football 

HAMSTRUNG - Blow a hamstring after using speed 
burst. 

WEAK - Bad coverage 

BLINDERS - No penalties 

BIG HITS - Harder tackles 

STEEL LEG - Kick longer field goals 

STICKEM - Tighter coverage 

ITS IN THE FPS - Frame-rate changes 

PRIME TIME - More celebrations 

TELE TUMMY - Have TV on players’ chest 

DAVIS - Better running 

ROCKET MAN - Longer dives 

BOBO - Players’ last names are all Bobo. 
PRESIDENTS - Players’ last names are all ex-presi- 
dents. 

EURO LEAGUE - Players’ last names are all European. 
SPORTS - Players’ last names are all 989 Sports per- 
sonnel. 

RED ZONE - Players’ last names are all Red Zone 
personnel. 

HOOPS - Players’ last names are all basketball players. 
FLEA CIRCUS - Tiny players 

GRUDGE MATCH - Different- colored field and no goal 
posts 

PLAYING CARDS - Flat 2D players like cards 

FLAT LAND - Flat players 

BUNYON - Short, stocky players 

POP WARNER - Skinny, kidlike players 
SLIDESHOW - After the game, see all the cheer- 
leaders. 

HOT SHOT - Faster passes 

GD CHALLENGE - Harder CPU 

CPU SCORES - Better CPU offense 

CPU STUFFS - Better CPU defense 

MIND READER - CPU knows what formations to use 
on your play. 

COFFEE BREAK - Faster game speed 

SWIMMERS - Better swim move 

PUPPETS - Players have strings attached to them. 
STAMINA - No fatigue 
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On the Game Options Screen, On the Easter Eggs Screen, add 


access the Easter Eggs option. one of the code entries. 


ABD ENTRY 


REMOVE ENTRY 


Resident Evil 2: 
BITE) My alelet 3 


Play as Chris Redfield and Ada 
To play as two new characters, beat 
Scenario B with either Leon or Claire (your 
old RE2 saved games work). This will open 
up the Extreme Battle Mode. Then, you have 
to beat Extreme Battle on Level 1, which will 
let you play as Ada. After you get her, a 
Level 2 difficulty will become available. 
Complete Level 2 with any of the three 
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Pocket Fighter 


Play as Akuma and Dan 
These characters are simple to get, but just in 
case you haven't found them yet, go to the 
Player Select Screen and move Left of Ryu to 
find Akuma and move Right of Ken to find Dan. 


Ty ED Ree aL ee 


On the Player Select Screen, highlight 
next to Ryu or Ken. 


Do you have a trick that you, and only you know? 
Don’t hold back—write us at... 


Official U.S. PlayStation Magazine 
Tricks of the Trade 

1920 Highland Ave., Suite 222 
Lombard, IL 60148 


Sorry, we cannot respond to individual letters asking 
for codes or tricks. 


NFL Blitz WAN WEND 
Blitz Cheats ARCADE PLAY 
These codes worked on the Ps 7 
arcade, and now they also 
work for the PlayStation 
version! Enter the following 
codes during the Vs. 
Screen. Some codes may 
not work in one-player 
games and some two-play- 
er codes may require both 
players to do the code. 

For No CPU Assist press: 
Jump (1X), Pass (2X) and 
pad Down. (Note: Only 
works in Two-player Mode.) 
To Show More Field 
press: Jump (2X), Pass (1X) 
and pad Right. 

For Fog On press: Jump 
(3X) and pad Down. 

For Fast Turbo Running 
press: Jump (3X), Pass (2X) 
and pad Left. 

For Huge Head press: Jump (4X) and pad Up. 

For Thick Fog press: Jump (4X), Pass (1X) and pad Down. 
For Super Blitzing press: Jump (4X), Pass (5X) and 

pad Up. 

For Big Ball press: Jump (5X) and pad Right. 

To Hide Receiver Name press: Turbo (1X), Pass (2X) and 
pad Right. 

For Tournament Mode press: Turbo (1X), Jump (1X), Pass 
(1X) and pad Down. 

For Random Play Choice press: 
Turbo (1X), Jump (1X), Pass (5X) and 
pad Left. JST Sta 7 
For Super Field Goals press: Turbo 
(1X), Jump (2X), Pass (3X) and 

pad Left. 

For Big Players press: Turbo (1X), 
Jump (4X), Pass (1X) and pad Right. 
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(Note: These tricks work on a prepro- 
duction version of the game and are 
subject to change). 
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Madden NEL 99 
Cheat Codes 

At the Main Menu Screen, move down, high- 
light and access the “Code Entry” option. 
On the Code Entry Screen, press X on New 
Code and enter any of these codes for the 
results shown: 


New Teams 

BESTNFC - All Stars NFC 

AFCBEST - All Stars AFC 

BOOM - Madden 98 Team 
IMTHEMAN - Stats leaders 
PEACELOVE - All ‘60s team 
BELLBOTTOMS - All ‘70s team 
HEREANDNOW - All ‘90s team 
TURKEYLEG - Madden All-Time Greats 
THROWBACK - 75th anniversary team 
GEARGUYS - NFL equipment team 
WELCOMEBACK - ‘99 Cleveland Browns 
INTHEGAME - EA Sports Team 


Secret Stadiums 

EA STADIUM - EA Sports 

DOGPOUNDS99 - Cleveland 

THEHOGS - RFK Stadium Washington, D.C. 
NOTAFISH - Old Miami 

SOMBRERO - Old Tampa 

FOR RENT - Astrodome 

OURHOUSE - Tiburon 

STICKEM - Original Oakland 
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HOUSTON 


OAKLAND 


i.) TIBURON 
SUPERBOWL 


WASHINGTON 
') TAMPABAY 


TOCA: Touring Car 
Championship 


Many Cheats 

Enter these names when you are naming your dri- 
ver, then the game will announce, “Cheat Mode 
enabled” then you enter your name as normal. 


On the “Enter Name” Screen, 
CMNOHITS - Disable collision detection put in one of the codes. 
CMSTARS - Staring Sky Mode 
CMTOON - Cartoon background 
o4 | 3) bot o EAN 0) (or Talomar-le) 
CMCOPTER - Helicopter view 
CMGARAGE - Bonus tank 
CMCHUN - Go-kart Mode 
CMLOGRAV - Low gravity 
CMRAINUP - Reverse falling rain 
XBOOSTME - Fast Mode, all cars driving faster 
CMMICRO - Micro Machines Mode 
CMDISCO - Gives multicolored fog 


JHAMMO - To access more tracks 
CMLOCK - To lock tracks back up 
PATSCREEM - To obtain TOCA Showdown, 


mirrored championship 


Entering CMGARAGE will get 
you access to this tank! 
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Tomba! 

While playing Tomba!, if you 
are low on hit points, just find 

a save point and save the game. 
After you do this, press Start 
and choose “load game” and 
load the game that you 

just saved and you will have 
full hit points! 


Cheat Menu 

In the middle of your game, 

press Start to pause. At the Pause 
Menu, press Up, Down, Left, Right, 
Down, Right, L1, R1, R1. This will 
reveal the Cheat Menu. Now you can 
do these codes from the Cheat Menu 
unless otherwise noted: 

Extra Nitros: L1, Circle, Down, 

L1, Up, Square, Circle, R1 

Extra Money: L1, R1, Up, Circle, 
Down, Square, Right, R1, L1 

Add One Minute to Time: Down, 
L1, L1, Circle, Circle, R1, Up, 

Square, L1 

Invulnerability: L1, L1, L1,L1, Left, 
Circle, Circle, Square, L1 

Infinite Fuel: L1, Circle, Left, L1, 
Circle, R1, L1, Up, R1, Down 

Car Tuneup Menu: L1, R1, L1, Up, 
Down, Circle, Down, Right, Left, 
Square, R1 

Car Select: In the Car Tuneup Menu 
press Left, R1, Right, R1, Left, R1, 
Right, R1 

Blood Mode: L1, Down, R1, Left, L1, 
Right, R1 

Angels: (works when Blood Mode is 
enabled) Up, R1, Down, L1, Up, Left, 
R1, Right, L1 

Choose Mission: Up, Down, Circle, 
L1, R1, L1, Circle, Down, Up 

Next Mission: Square, Circle, R1, L1, 
Circle, Down, L1, Up 


Our support resource for cheaters 


Check out videogames.com for even more of the latest tips and tricks 


All Time Trials Available: R1, L1, 
Circle, Left, Circle, Circle, Left, 

L1, Circle 

New York Time Trial: Under the 
Main Menu’s Time Trials Option, press 
L1, Right, Down, Left, Up, R1. 

Tokyo Time Trial: Under the Main 
Menu’s Time Trials Option, press L1, 
Left, Right, R1, Left, Right, L1. 


Multiple Cheats 

There are several cheats you can get 
for this game. Follow the directions 
for each to get the code. 

Big Head: On “Normal” setting while 
on the Character Select Screen, hold 
L2 and choose your fighter with the 
Circle button. 

Large Arena: If you beat 10 oppo- 
nents in a row in the Survival Mode, 
you will be able to increase the size 
of the arena. 

Regenerating Life Bars: Finish the 
game with Bakuryu on Level Four 

or above. 

Big Arms: Beat the game without 
continuing on Level Four or above. 
Small Fighters: At the Character 
Select Screen, hold R2 and choose 
your fighter with the Circle button. 
School Girl Alice: Beat all the oppo- 
nents in Time Attack Mode in under 
10 minutes. 


CART World Series 


Special Password Cheats 

These cheats will get you some spe- 
cial-looking tracks and strange options 
for your car. On the Type Screen, 
choose a race (Single Race or New 
Season) and on the Select Driver 
Screen, move left until you see 
“Create Driver.” Now enter one of 
the passwords as shown to get the 
following results: 

NIGHTRID - Drive at night. 
SPACERID - Tron-like tracks 

GEK - You will race two laps in 
Season Mode. 

WHEELS - There will be no body on 
your Car. 

FLOAT - Tracks will have half the nor- 
mal gravity (you will have less traction 
than normal races). 

RADBRAD - Tracks have more gravity 
than normal. 

BANZAI - You won't collide with any 
other cars. 


Colony Wars 
Cheat Passwords 


On the Main Menu Screen, go 

into the Options and then highlight 
and enter the Password Option. 
Choose “Enter” and put in one of the 
codes shown below for various results. 
The passwords are case sensitive, so 
enter them exactly as shown: 
Hestas* Retort - Infinite Energy 
Commander* Jeffer - Access to 

all levels, missions, acts, movies (at 
the Main Menu Screen) 

Tranquillex - Super-cooled weapons 
(don’t heat up) 

Memo*X33RTY - Infinite secondary 


weapons 

All* cheats * off - Turns off all 

the cheats 
Command & Conquer: 
Red Alert 

Many Cheats 


Enter these codes by activating the 
corresponding Team Select buttons 
on the sidebar while playing any 
mission. (Pressing the actual D-pad 
buttons will have no effect; you need 
to select the Team icons with the 
Circle button.) Perform the sequences 
as quickly as possible. If you have 
trouble, try hitting X before selecting 
the teams. 

Mission Skip: X, Square, Square, 
Circle, Triangle, Circle 

Nuclear Attack: Circle, X, Circle, 
Triangle, Square, Triangle 
Chronoshift: Triangle, Circle, Circle, 
Square, Square, X 

Money: Square, Square, Circle, X, 
Triangle, Circle 

“Gold is People” (turns tiberium art 
into screaming civilians!): X, Circle, 
Triangle, Triangle, Circle, X 


Cool Boarders 2 


Cindy’s and Irin’s 

Alternate Outfits 

To get these racy new duds, go 

to the Main Menu and highlight 
Competition. Now press Down, R1, 
Up, R1, Down, R2, Up, R2, Up, Up, R1, 
Down, Down, R2. (If you don’t hear 
the announcer say, “Here we go!” 
after pressing each Shoulder button, 
you're doing it too slowly.) Then go 

to the Boarder Select Screen, choose 
Cindy or Irin, and press left or right to 
scroll through the new outfits. Note: 
The new outfits are not available in 
Competition Mode. 


Dynasty Warriors 
Play as Sun Shang Xiang 


In order to play as Sun Shang Xiang, 
go to the Title Screen, highlight “1P 
Battle” and then press: Left, Left, Up, 
Down, Triangle, Square, L1 and R1. 
Then go to the Character Select 


Screen to select the new character. 


Password Access 

Any time during the game, press Start 
to pause. Now press Square, Circle, 
Square, Triangle, Circle, Triangle, 
Triangle, Triangle. Now unpause the 
game and the screen will change to 
the Level Complete animation. You 
will then be awarded with a password 
for that level, and be transported to 
the next. This trick has been proven to 
work on the preproduction copy and 
may change in the final version. 


Secret Cheat Menu 

This trick will get you a Cheat Menu 
that gives you four more options in 
the Options Screen. Just go to the 
Main Menu with The Thing’s face, and 
access the Options Menu. Inside this 
screen, highlight “Training” and then 
press all four Shift buttons at once 
(L1+L2+R1+R2). The new options 

will appear underneath the Training 
Option. These include Invincible, Level 
Skip, Big Boy and Free Play. All of 
them have meters with Off and On 
switches, with the exception of Big 
Boy, which has a meter where you 
can grow or shrink your character. 


Final Fantasy VII 


Increased Items Trick 


This will boost up the amount of items 
within your inventory. Once you have 
equipped a character with the W-Item 
Command Materia, you should be 
able to perform this trick. Just begin 
your game and when that character 
enters a battle, select the W-Item 
command by pressing the Circle 
button when it's his/her turn to fight. 
Now choose the item you wish to 
increase by pressing Circle again. 
Then select the character in the menu 
you wish to use the item on by press- 
ing Circle. When you return to the 
Item Screen, choose a different item 
than the one you chose before by 
pressing Circle once again. Finally, 
press X (to cancel), Circle (to activate), 
X, Circle, X, Circle and so forth. 

By pressing these buttons continuous- 
ly, you should see the number of 


OO 


the first item you initially chose 
increase steadily. 


Many Game Cheats 

Enter any of the following cheat codes 
at the “Edit Driver” Option to receive 
various results within a race. Begin 
your race to see the results. 

For Four Bonus Tracks enter: BILLY 
BONUS 

For Helicopter View enter: ZOOM 
LENSE 

For Background Music/New Sound 
Effects enter: SWAP SHOP 

For Sprite Commentators enter: BOX 
CHATTER 

For Huge Tires enter: LITTLE WEELZ 
For WipeOut 2097 Mode enter: PI 
MAN 

For Virtual Graphics enter: VIRTUALLY 
VIRTUAL 

For Raining Frogs enter: CATS DOGS 
(Note: Be sure to switch the Weather 
Option to view this code.) 


Level Select 


These tricks will give you some great 
cheats to help you along in the classic 
come back to life. 

All Zones Open: Pause the game 
during play and press Right, Square, 
Triangle, Square, Triangle, R1, L1, R1, 
L1, Circle. 

Infinite Lives: Pause the game during 
play and press Right, Square, Triangle, 
Square, Triangle, X. 

Once you do either of these tricks, 
you will see the results in text on the 
bottom of the screen. 


Gex: Enter the Gecko 


Many Codes 

Use this legend to the tricks 
command: 

Up = UorN 

Down = Dor S 

Left = L or W 

Right = R or E 

Triangle = A 

Circle = O 

X = X 

In the game, press Start to pause, and 
then hold L2 or R2. Using the legend, 
spell out the words as shown using 
the correct buttons for various 
results. You should hear a sound to 
confirm that the codes have been 
entered correctly. 

UNDEAD = Infinite lives 

WEASEL = Invulnerability 

RELEASE = Level select 

ALOUD = One-liners (press Select to 


hear them) 

SENSELESS = Rambling Gex 

EARWAX = Timer in the game (Choose 
a level on Game Stats and press 
Square for the best times.) 


Ghost in the Shell 


Level Select, Animation Select 
and Hidden Picture 

At the Main Menu Screen, enter the 
following code to get access to all the 
levels: R2, R1, Square, Square, Up, 
Down, Square, Square, R2, R2. You 
will hear a tone to confirm the code 
worked. Now press Start on “Mission 
Start” and you will be able to choose 
any of the 12 missions available to you. 
Also, you can go to “Options” and 
then go to the Movie Replay Option. 
Here you can play any of the cinemas 
from the game! To access a hidden 
picture, you must defeat the game 
without using any continues. The 
final cinema will play, followed by 
the staff credits. If you are patient 
enough to wait for this to end, you'll 
be rewarded with a full-size picture 
of Motoke Kusanagi. 


Access the Training Cinemas 


Training Cinema Two: Die in areas 
three, four or five to get training 
cinema two. 

Training Cinema Four: Run out of 
time in training areas one or two. 
Training Cinema Five: Run out of 
time in training areas three or four. 
Training Cinema Six: Destroy enough 
enemies to complete each area and 
defeat the Boss. You must hit 49 
percent or less for a “Class B” rank. 
Training Cinema Eight: Destroy 
enough enemies to complete each 
area and defeat the Boss. You need to 
hit 50 percent to 59 percent for a 
“Class A” rank. 


Unlimited Gyros 

If you've played this game for a while, 
you know how important it is to have a 
few spare gyros. Go to Crete and fight 
the Minotaur. After defeating him, he 
will give you the “H” key. Go to the 
“H” door and walk up and left. You 
will see a face in the wall shooting fire. 
Now walk down, over the fire bridge 
and all the way to the end of the hall. 
You should hear the music change. 
Once you do, go back up and retrace 
your steps. Go through the “H” door 
again and back through to the location 
where the gyros were originally 
placed. It will be back in the same 
spot, so you can take it again! Repeat 


this trick as many times as you want, 
to fill up on your stock of gyros. This 
method will give you an unlimited 
amount of energy throughout the rest 
of the game! 


All Tracks, Race as Enigma 

From the Title Screen, go into the 
Options and put the Difficulty on 
Master and set the Laps Per Race to 5. 
Exit and go into the One-player option. 
Choose Li'l Dave at the Select Rider 
Screen (Press X). Now press Triangle 
until you go back to the Title Screen. 
Press Up, Down, Left, Right, R2, R1, 
L2, L1 (this must be done quickly). Go 
back into Options and set the laps to 
3. Go into the One-player Option again 
and choose Wild Ride (press X). Press 
Triangle until you're back to the Title 
Screen. Now press Up, Left, Down, 
Right, Square, R2, Circle, L2 (this must 
be done quickly). Go back into the 
Options again and set the Difficulty to 
Amateur and turn Turbo off. Go in the 
One-player Option and pick Bomber. 
Go back to the Title Screen again and 
press R2, R1, L1, L2, R2, R1, L1, L2 
(this must be done quickly). Now 
choose your racer and pick Single 
Track at the Choose Race Type 
Screen. You will see that all the 

tracks are available including the 
alternate tracks! 

To race as the mysterious Enigma, 
go into the Options and set the 
Difficulty to Master and the Laps to 6. 
Go back to the Title Screen and press 
Left, Square, Down, Triangle, Right, 
Circle, L1, R1 (this must be done 
quickly). Enigma will now be available 
from the Select Rider Screen. 


K1: The Arena Fighters 


Boss, Strength, See Ending 

These tricks will give you a few new 
options to utilize. 

Boss Code: Choose “Team Battle” 
from the Main Menu Screen. 

When the Character Select Screen 
appears, press Up, Up, Down, Left, 
Right, Left, Right, Start. Master 

Ishii will appear to the right of 

the other fighters. 

Strength Adjust: During a match, 
press Start to pause. Then press L2, 
R1, L1, R1, L2, R1. You will see num- 
bers flashing on the left and right side. 
Use the directional pad to move num- 
bers up or down for each character so 
you Can increase or decrease your cho- 
sen player's strength between 1 and 9. 
See the Ending: Turn on the 
PlayStation with the K-1 disc inside. 


Now hold L1+L2+Triangle+ 
Circle+Left on both controllers while 
the game loads. Continue to hold 

them until the demo begins. Instead of 
the normal intro, you will be treated to 
the ending cinema, complete with the 
game credits. This cinema will show 
what the fighters had to go through in. 
the development of the game. 


Machine Hunter 
Various Cheats 


These passwords will give you the most 
incredible tricks for this game! Just 
access the Passwords Option from the 
Title Screen and enter the following 
codes for the results shown below. You 
will hear an explosion sound to confirm 
that they worked: 
**URANUS**—Unlimited Continues 
**SATURN**— View End Movie 
SHOWCREDIT—Show Credits 

NO MISSION (with space)—Activates 
exit areas without needing to 
complete goals 
GRIMREAPER—One-shot kills 
INVINCIBLE—Invincibility 


Build up Loyalty Meter 

Here is an easy way to build up your 
loyalty meter. Once you have your 
monster, take it back and forth 
between the ranch and the town. Each 
time you do this, your loyalty meter 
goes up five points! However, you 
must use this in moderation. The more 
you do this trick, the stricter your style 
will become. Your monster will have a 
tendency to run away and destroy its 
home if your style gets overbearing, so 
be warned! 


Secret Monster 

To do this trick, your breeding 

status must be in master rank (R-10). 
Note: You must have another game 
called Tecmo’s Deception to do 

this trick. When you are about to 
breed a monster, put in the Tecmo’s 
Deception game CD and you will get a 
secret character from that game called 
Ardebaren when you generate a mon- 
ster in the shrine! Also, PlayStation 
and computer data 

CDs that have one track on them 

will produce purebred monsters. 


Many Cheats 

Enter these codes on the Title Screen 
(with Start/Options). 

View Credits - Press O, T, O, O, T, O, 
Up, Right, Left, X. 


a 


(3) November 1998 


Official U.S. PlayStation Magazine 


Trick Archive 


View Victory FMV Sequence - Press 
1,0, 7,0) f, Ey Oey Rai ZX. 

Enable All Tracks - Press Up, Up, 
Left, Right, Down, Down, O, R2, 

Tym 

Enable All Reversed Tracks - Press 
Down, Down, Right, Left, Up, Up, O, 
L2, T, X at the Title Screen. 

Night Mode - Press Up, O, L1, Down, 
1, £2, 0, Lett, RIX. 

CPU Bikes Only Go 50 km/h - Press 
Down, Down, Down, O, L1, O, L2, 
Down, Down, X. 

Reverse Mode - Press Left, 

Right, Left, Right, O, O, R1, L1, T, X. 
Pocket Bikes - Press Up, Down, 

R2, L2, Down, Up, L1, X at the 

Title Screen. 

Turbo Boost - Press Up, Up, Up, T, R11, 
T, R2, Up, Up, X at the Title Screen. 


Level Passwords 

Access the “Enter Code” Option and 
enter any of the following level pass- 
words: 

Level 2: Circle, X, X, X, Square, 
Circle, Square, X 

Level 3: Circle, X, Circle, Circle, 
Square, Triangle, X, Triangle 

Level 4: Circle, Circle, Triangle, 
Circle, Triangle, Square, Square 
Level 5: Square, Triangle, Square, 
Triangle, Square, Triangle, Triangle, 
Circle 

Level 6: Square, Square, Circle, 
Square, Triangle, X, Triangle, X 
Level 7: X, Triangle, Circle, Square, X, 
Triangle, Circle, Triangle 

Level 8: Square, Circle, Circle, 
Triangle, Triangle, Square, Triangle, 
Square 

Level 9: Square, Circle, X, Triangle, 
Square, Square, X, Circle 

Level 10: X, Triangle, Square, Circle, 
Triangle, X, X, X 

Level 11: Circle, Square, Triangle, 
Square, Circle, Triangle, Square, 
Triangle 

Level 12: Circle, X, X, X, Triangle, X, 
X, Square 

Level 13: Square, Triangle, Triangle, 
Circle, Circle, X, Circle, Circle 

Level 14: Square, Square, Triangle, 
Circle, Circle, Triangle, Circle, X 
Level 15: Circle, Triangle, X, Square, 
Circle, Triangle, Triangle, Triangle 
Level 16: Circle, Square, Triangle, X, 
Circle, Circle, Circle, X 

Level 17: X, Circle, Triangle, X, 
Square, Square, Square, Circle 
Level 18: Circle, Triangle, Circle, 
Circle, Triangle, Square, Square, X 
Level 19: Square, X, Circle, Square, 
Circle, X, X, Triangle 


Our support resource for cheaters 
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Check out videogames.com for even more of the latest tips and tricks 


Level 20: Circle, Square, Triangle, 
Square, Square, Square, Square, 
Square 

Level 21: Circle, Circle, Circle, Circle, 
Triangle, X, Triangle, Circle 

Level 22: Circle, X, Circle, Triangle, X, 
Circle, Triangle, X 

Level 23: Square, Square, Triangle, 
Circle, Triangle, X, Circle, Triangle 
Level 24: Circle, Circle, Square, 
Triangle, Square, Triangle, Triangle, 
Square 

Level 25: Circle, X, Triangle, X, 
Square, Triangle, X, Circle 

Level 26: Square, Circle, Circle, 
Circle, X, Circle, X, X 

Level 27: Square, Square, Triangle, 
Circle, X, X, Square, Triangle 

Level 28: X, X, Circle, Triangle, 
Square, Circle, X, Square 

Level 29: Square, Square, Circle, 
Circle, Circle, Circle, Circle, Circle 
Level 30: Square, Circle, X, Triangle, 
Triangle, X, Circle, X 


NASCAR 98 


Various Game Cheats 

There are a few tricks here that will 
affect the type of car you have or 
add some kind of effect to it. 

EA Sports Car: This trick can only 
be done in Exhibition Mode. Go to 
the Race Setup/Car Select Screen 
and highlight the Kenny Wallace car. 
Then hold X and press Up and Down. 
Faster Car: To build a faster car you 
must go into the Car Setup Screen. 
From there put the pressure all the 
way up, the wedge all the way down, 
the rear spoiler all the way down and 
the gear ratios all the way up. 
Pinnacle Car: This trick only works 

in Exhibition Mode as well. Go to the 
Race Setup/Car Select Screen and 
highlight Bobby Labontes’ car. Hold X 
and press Up then Down. 


Need For Speed III 


“Multiple Cheats 


Do these codes immediately after you 
press Start on the “Race” Screen 
(Right before it loads in the level): 
Horn Cheat - Press and hold 
Start+Select+R1+L2. In the game, 
press Up to use your horn. When your 
opponent or another car is close to 
you, it will flip into the air and crash. 
Slow Motion - Press and hold 
Up+X+Triangle. This will slow the 
game down by about 20 percent. 
Increase Car Weight - Press and 
hold Select+Square+X. This enables 
you to push most of the cars off the 
road (especially the police in Hot 


Pursuit Mode)! 

Police Talk - This makes the cops talk 
differently in Hot Pursuit Mode. 
Different Accent: Up+R1+L2 

German: Up+R2+L1 

Spanish: Down+R2+L1 

Italian: Left+R2+L1 

French: Right+R2+L1 


Player Alterations 

From the Main Menu, choose the 
Rosters Option. In the Rosters Screen, 
choose “CreateFreeAgent.” On the 
CreateFreeAgent Menu, enter the fol- 
lowing first and last names for the 
results as shown: 

GEORGE GIRAFFE - The quarterback 
has a neck like a giraffe. 

LAMEBOY LENNY - All players walk 
around like they are lame. 

BIGHEAD BOBBY - All players have 
huge heads. 

MONKEY MICKY - All players have 
huge arms. 

TINY TOM - All players are tiny. 


Resident Evil 2 


Secret Characters and Costumes 
To get Hunk you must beat the 
second scenario with the best rating. 
When the rating comes up on the 
screen you will be able to save the 
scenario with Hunk as the character. 

To get Tofu you must beat six sce- 
narios in a row and get Hunk by the 
end of the first or second scenario. 

To get the alternate costumes you 
must first kill the Brad Vickers zombie. 
To meet him you must play through 
most of the beginning without picking 
up a single item. Make your way to 
the front of the police department. 
When you get to the gates of that 
place take the lower stairs around the 
front yard. There you will find the 
zombie. Once you encounter him you 
can try to kill him with what you have 
or go past, pick up some weapons 
and come back. Once you kill him, 
search the corpse and you will find a 
key. Take that key to the first floor of 
the police department and go to the 
west wing save point. In the room 
below the stairs you will find a locker 
that is locked. The key will open it and 
you will find your new costumes. For 
Claire you have one choice but get a 
new gun; Leon has two choices and 
his weapons will fire faster. 


Super Cool Passwords 


These passwords will give you pass- 


words to different levels of the game 
with many lives to boot! Just access 
the Password Option from the Main 
Menu and enter any of the codes 

as shown: 

YNT Weeds with 40 lives - X, Circle, 
X, Triangle, Square, Triangle, Square, 
Circle, X, Circle, Triangle, Square 
YNT Mines with 72 lives - X, L2, 
Triangle, R1, L1, X, L2, Square, 
Triangle, L1, Square, R1 

YNT Eggs with 10 lives - Triangle, 
Square, Circle, Triangle, X, Square, 
Circle, Triangle, Square, X, 

Triangle, Square 

YNT Eggs with 65 lives - Square, X, 
Circle, Triangle, Triangle, X, Square, 
Circle, Triangle, Circle, X, Square 
Elevated Structure of Terror with 
74 lives - Triangle, Square, Circle, X, 
Square, X, Circle, Square, Triangle, 
Circle, X, X 

Evil Engine #9 with 47 lives - R2, R2, 
Triangle, L2, L1, R1, R2, L2, L1, R2, 
Triangle, X 

Evil Engine #9 with 60 lives - L1, R2, 
RI, k2,.L1, R1,. U2, R271, R1, R2. 
Monkey Mage with 23 lives - R2, R1, 
LT, RZ, RY, 620, AS Ee 
Glenn Yntis with 22 lives - R2, R1, 
L2, R1, L1, X, L2, L1, X, Triangle, 
Eas 

Shards with 71 lives - R2, R1, 

Circle, LZ, R2, 2, R1, LA, R2, 

Triangle, L2, Square 

Castle De Los Muertos with 63 lives - 
RZ, £2 14, Re. 2 R11, LI, Re, a L 
R2, L2 

Klogg with 55 lives - R2, L1, R1, L2, 
Lt, Rl, Rz, L2, Lt, R2Z, Ri ke 

Worm Graveyard with 30 lives - R1, 
R2, L2, R2, R1, Square, Triangle, 
Circle, L1, X, Square, Triangle 

Monk Rushmore with 371 lives - R2, 
L2, Ri, Li, R2, LARK RAL 
Monk Rushmore with 55 lives - R2, 
L1, Rl, 2, X%, Crele, %, Re; 2, C7, 

R1, R2 

Skullmonkey Gate with 54 lives - R1, 
Li ee, 12, 64, Re. i2, Ree 

R2, L2 

Skullmonkey Gate with 61 lives - L2, 
Re, LI, RZ LT, RY, Re, be LK ee 
Skullmonkey Gate with 84 lives - L1, 
Ri, LZ, RZ, RI, £1, Le. Re, RA, ke. 

R2, R1 


Street Fighter 
Collection 

Play as Akuma and Cammy 

To play as Akuma, pick Super Street 


- Fighter II Turbo on Disc 1 and choose 


the Arcade or Versus Mode. Now 
highlight Ryu. Press and hold L1 and 
then immediately press R1. Akuma’s 
shadow will appear. Cammy is hidden 


on Disc 2 of the collection. To get her 
you must first play through with M. 
Bison and get a first-place score. Enter 
your initials as CAM. She will now be 
available for VS. and Training Modes 
only. To get her, highlight Bison and 
press Start twice on him. 


Hidden Bonus Barrel Game 

To get the bonus barrel game, go to 
the Mode Select Menu and highlight 
“Practice.” Press Start, then Up, Up, 
Right, Up, Right, Up and Start again. 
A message will appear that says, 
“Here Comes a New Game Mode.” 
Now go into Practice Mode and you 
will see a new option called “Bonus 
Game.” Choose any character, and 
you will be playing the bonus barrel 
stage from Street Fighter II. 


Aluminum Bat for Cracker Jack 
To switch from Cracker Jack’s wooden 
bat to an aluminum one enter the 
following code: Select Cracker Jack, 
then press and hold Up+Square+ 
Circle+R1+R2 until the match begins. 


Test Drive 4 


Nitro Boost, Small Cars 

There are even more codes you can 
use from a Single Race game. You 
must race a track and get a course 
record (the Drag Race is the easiest). 
Then enter these codes as the names: 
To get a nitro boost every time you 
honk your horn enter: WHOOOOSH 


To get small RC cars enter: 
MJCIM.RC 


Thunder Truck Rally 
Game Cheats 


Here are a few codes to enter before 
you take your favorite monster truck 
to the track. To access them, go to the 
Main Menu Screen and enter the fol- 
lowing for various results. You will 
hear a burp, if entered correctly. 

For Big Trucks enter: L1, R2, 

L2, R1 and Up. Then begin your race 
and your truck will have a new shape! 
For No Damage enter: Left, Left, 
Left, Left, Up, Down, L1 and R2. Then 
begin your race without any worries of 
breaking down on the track! 

For Super Car enter: L2, Left, Right, 
Up, Down, R2. Then begin your race 
and zoom ahead to first position. 


Nine Lives/Weapons Reload 


This cool 3D shooter comes with a 


couple cheats you can easily access by 
following these methods. To enable 
the Cheat Mode, go to the main Title 
Screen and shoot at the center of the 
R in the word CRISIS. Then shoot 
twice directly inside the crosshairs 
next to the word TIME. If your shots 
are accurate a Cheat Menu should 
appear with a few extra options to 
choose from. You can begin your next 
game with nine lives! The other trick is 
to take the second controller, while in 
your game, and press the X, Square, 
Circle or Triangle buttons. This is an 
alternate, possibly easier method to 
reload your weapon or to hide from 
enemy fire. 


Level Skip 


Through the many rumors of there 
being a Level Skip code for the 
PlayStation version, one actually came 
true! To access the Level Skip, just 
begin playing within your game and 
then hit Select. While in the Inventory 
Screen, enter the code: L2, R2, L1, 
Circle, Triangle, L1, R2, and L2. Now, 
when you return to your game you 
should then proceed to the next level 
of the game! You could even use it to 
get to the end, but you don’t really 
want to do that, right? 


Triple Play 99 
In-Game Cheats 


To get this plethora of cheats to work, 
you must press and hold all four of 
the top buttons (L1, L2, R1, R2) while 
doing the code. Enter any of these 
when you are in the game: 

Cheat Homerun - Triangle, Square, 
Triangle, Circle, X, Square, Left, Right 
Cheat Strike Out - Up, Down, 
Triangle, Square, Triangle, Circle, 

X, Square 

Cheat Crowd Comment - Up, 
Triangle, Down, X 

Cheat Weather Comment - X, Down, 
Triangle, Up 

Cheat Sponsor Comment - Left, 
Square, Right, Circle 

Cheat Nickname Game - Circle, 
Right, Square, Left 

Cheat Historical - Up, Triangle, 
Right, Circle 

Cheat Stadium Info - Down, X, 

Right, Circle 

Cheat Crowd Applause - Triangle, 
Up, Up, Triangle 

Cheat Crowd Cheer - Square, Left, 
Left, Square 

Cheat Crowd Ooh - X, Down, Down, X 
Cheat Boo - Circle, Right, Right, Circle 
Cheat User Cam - Right, Left, Up, 


Down, Right, Left 
Cheat Overview of Batter - Left 
Square, Up, Triangle 


VR Sports 

Powerboat Racing 
Many Incredible Codes 
From the Main Menu, choose Single 
or Multiplayer Mode, then choose 
your type of race. When you get to 
the Name Entry Screen, enter any 
one of these names for the results 
shown below: 
COMPACT - Tiny boats 
DEFORM - Huge heads 
LARGE- Big engines 
SPEEEED- Faster boats 
From the Main Menu, go to the 
Password Option and enter one of 
these codes on the Password Screen 
for the results shown below: 
CUP - Championship Mode 
LR - Slalom Course 
U.G. - Mines level 
PLA - Hidden Monohull boats 
MIN - Minnow level Catamarans 
IKE - Pike level Catamarans 
CUD - Barracuda level Catamarans 


255 Item Cheat 

This trick will give you 255 duplicates 
of the items in your inventory. There 
are a few different ways to do this 
trick, depending on the number of 
items you have. During battle, access 
the “Fight” icon and then choose the 
“Item” icon after that. Pick the item 
you want to duplicate and make sure 
you only have one of that item. Now, 
make your first character (Rudy) use a 
Heal Berry. Have the next character 
(Jack) also use a Heal Berry. Have the 
third character (Cecilia) go into the 
Item Screen and switch the position 
of the Heal Berry with the item you 
want duplicated. After you do this, 
exit the screen and choose the 
“Defend” icon. The battle will start. 
After the battle is over, go back into 
your items and you will see that you 
have 255 of the item you switched 
with the Heal Berry! 

If you have more than one item, but 
you want 255 of that item, do the 
trick this way: When it’s your turn in 
the battle, have your first character 
use a Heal Berry. Make your second 
character go into the Item Screen and 
switch the Heal Berry with the item 
you want to duplicate. Then exit the 
screen and choose the “Defend” icon. 
Have your third character just choose 
the “Defend” icon. After the battle is 
over, go back into your items and the 


Tricks Hotlines 


Are you stuck in the middle of a 


tough game? Try calling the com- 
pany that makes the game! They'll 


Acclaim 

Accolade 
Activision 
American Technos 
ASC Games 


be happy to hear from you. Really. 


(516) 759-7800 
(900) 454-HINT 
(900) 680-HINT — 
(408) 453-9828 
(203) 655-0032 


ASCII (900) 288-2724 
Atlus Software (714) 852-2351 

Bandai (310) 926-0947 
BMG (415) 330-0600 
Capcom (900) 680-2583 
Crystal Dynamics (900) 737-4767 
Data East (900) 454-5435 
Eidos (900) 773-4367 
Electronic Arts (900) 288-4468 


Fox Interactive 
GT Interactive 


(900) 225-5436 
(970) 522-1797 


Hot-B (415) 568-9501 
Interplay (714) 553-6655 
Jaleco (847) 215-181] 
Koei (415) 348-0500 
Kokopeli (900) 370-HINT 
Konami (900) 896-4468 
LucasArts (415) 507-4545 
Maxis (510) 933-5630 
Microprose (410) 771-1151 
Midway/Williams (903) 874-5092 
Mindscape (900) 737-4468 
Namco (900) 737-2262 
Ocean (408) 289-1200 
Playmates (714) 428-2112 
Psygnosis (900) 976-4468 
Ready Soft (905) 475-4801 
SCEA (900) 933-7669 
Sierra (900) 370-5583 


Spectrum Holobyte 
Strategic Simulations 


(800) 695-GAME 
(408) 737-6800 


Technos (408) 453-9828 
Tecmo (310) 787-2900 
THQ (900) 370-HINT 
Time Warner (408) 473-9495 
Trimark (310) 392-3243 
Ubi Soft (800) UBI-SOFT 
US Gold (900) 288-GAME 
Viacom (303) 739-4019 
Virgin (900) 288-4744 


VR Sports 


(714) 955-9592 


item you wanted duplicated will be 
missing and replaced with an empty 
slot. Do the trick once again for the 
next battle, but this time, have the 
second character put the Heal Berry 
in the empty slot. After the battle © 
ends, go into your items and you'll 
have 255 of that item. Also, to get 
255 Heal Berries, do the trick as you 
would if you wanted to duplicate an 
item that had more than one. But this 
time, put the Heal Berry in an empty 
space below the other items and do 
the trick. 


g.@.a.0. 


adgets, electronics, arts and recreation 


Metal Gear 
Premium Package 


To properly commemorate the debut of this monumental game, Konami has released this 
limited-edition box (Japan only) containing all kinds of Metal Gear goodies. Of course you 
get the game itself, but also included are a collector’s book, Fox Hound dog tags, a T- 
shirt, a card collection, and a music CD—all neatly packed into a gorgeous silver box. 
The collector's book has interviews, production notes and illustrations detailing the ori- 
gins of the game. The music CD is a compilation of the greatest songs from the Metal 
Gear series presented in their original sound format. There are also a few tracks with 
updated instruments to round out the experience. The bad news is that there will be no 
equivalent for U.S. MGS heads. There are promotions for preordering the game that will 
yield shirts and music CDs (check with your local 

retailers), but not quite the load you see here. 

Konami 9800 yen (about $73) 


‘Official US.AMEWAE Life Magazine (®) 


PlayStation 


9G No question, this should be in your home 
4G Recommended, very cool 
3G Pretty good, check it out 


2G Below average 
1G Very lame 


Gaming Tunes 


Fans of Capcom music are in for a great treat. 
Available soon in a record store near you are 
the soundtracks for Resident Evil and a techno 
remix of Street Fighter Alpha 2 tunes. The 
Resident Evil soundtrack features the exact 
background music found in the game—moody 
and subtle instrumental songs abound. If you 
dig into old issues of OPM, you'll find we were 
hip to Street Fighter Alpha 2: The Sounds of 
Spasm when it originally appeared in Japan. 
We said it then and we'll say it again now, it 
rocks. The only drawback is that it only has 
seven tracks. 
Viz Music 
Resident Evil 


$16.95 each 
Street Fighter Alpha 2 


Attention 
Swingers! 


The latest handheld to come from 
the folks at Tiger is Sports Feel 
Baseball. Why is it shaped like a 
bat? So you can swing it of course! 
Compete in one- or two-player games 
of Home Run Derby or a nine-inning 
game of only batting. You do have the 
option of playing with fielding, but only 
in the Two-player Mode. The mechanics of 
timing your swing with the pitch takes some 
getting used to, but the important thing is 
that it does work. Can be quite a workout if 
you really get into it. 

Tiger Electronics $24.95 


In Hornonl 


Legend of Crystania: 

The Motion Picture 

Leaving off where the epic Record 
of Lodoss Wars ended, Legend of 
Crystania takes viewers to a different 
world. The animation is pretty low- 
grade for a movie, the story is some- 
what disjointed and there’s not very 
much action to go around. For 
die-hard Lodoss fans only. 

AD Vision Approx. 

85 min. VHS 


Iria: Zeiram The Animation 

Tria: Zeiram The Animation will soon 
be available for the PlayStation in 
Japan, but for now you can check 
out her adventures in this special 
DVD edition collecting all six 

(162 min.) of her episodes. The 
video and sound quality are great 
and the story is packed with plenty 
of action. Recommended. 

Iria/U.S. Manga Corps 

162 min. DVD 


A BVUUNGT 


PASTS eee 


The lwlaned 
OF Locos: 


Anime VHS/DVD 


a 


CAPCOM 


Lics The Ulcimare 


TECTION 
CT to 


Bastard!! 

Bastard!! is based on the comic 
series and was also an obscure 
Super Famicom game that featured 
pseudo-3D battles. This animation 
series takes the story of a kingdom 
on the brink of destruction by the 
four lords of Havoc. Their only hope 
is Dark Schneider a.k.a. Bastard!! 
Nice animation quality and 
interesting story. 

Bastard!!/Pioneer 60 min. VHS 


Demo Disc 


If a picture is worth a thousand words, a playable demo is worth a million 


Players 1 Developer 


MediFvil Availability Now Publisher 


Analog Controller Yes Genre 


BEAN erhaps the best way to describe MediEvil This demo is timed, so you might want to play 
Special Move is that it plays like a 3D version of the through it slowly at first to explore everything. When 
classic Capcom game Ghouls ‘n Ghosts. you've got the landscape down, start flying through it 
Jump 
Those of you who have played that great = so you have a chance 


Charge/Defend/Duck game know what a compliment this is. to take a look at some 
Not used You play Sir Daniel Fortesque, a skeleton warrior of the later levels. 
who must stop the evil Zarok and his legion of zombie Happy hunting! 
warriors. You wield your mighty sword that you 
Side/Back Step can power up for a Super Spinning attack. If 
things get really desperate, Dan can even detach 
one of his arms and use it as a bludgeon. 

Along the way, you can pick up many objects 


Rotate Camera Left 


ad 


ja ~ = 
= h ~ 


Rotate Camera Right 


Gone Shoppin’ to help you on your quest. There are rune stones 

If you can locate the tomb on the that act as keys, life bottles and the ever-popular There’s plenty to see, do 
first level that has a devil’s head video game icon, coins. Grab everything you can and kill in MediEvil. It’s all 
on it, you can trade in your coins get your bony little hands on. in a day’s work for an 


to buy new weapons. undead hero. 


Players 1-2 Developer MGM Int. 
WarGames- Defcon T Availability Now Publisher = MGM Int. 
Analog Controller Yes Genre Action 
Primary Weapon K, how many of you people out there All you need to do in this training mission is to 
owned a 3DO? First of all, we'd like to destroy all of the bases that the super computer 
Secondary Weapon offer our condolences. Second, we'd like | WOPR has constructed on the island. Using your 
Camera Control to ask how many of you played Return three vehicles correctly is the key to victory. 
Wet wsed Fire on it. It was a surprisingly good game Send the jeep around first to pick off the smaller 


units, then have the helicopter 
do a couple of fly-bys to knock 
the enemy’s energy down. When 
that is done, drive the tank in to 


that would eventually be port- 
Switch Vehicles ed over to the PlayStation. 
Now, MGM Interactive is 


Camera Control aie 
bringing us WarGames: Defcon 


me Switch Vehicles 1, a game that combines very clean house. You'll win before 
™B Camera Control Return Fire-ish gameplay and you know it. 
situations from the classic For an extra stealthy attack, 
A Nice Game of Chess? 1983 movie. take the back road in. There's a 


virtually unguarded path at the 
opposite side of your base’s 
island that will let you get the 
drop on WOPR. 


WarGames is also available for the . 

“tke that Choose your vehicle and take 
PC, but it is nothing like the out the army controlled by 
PlayStation version. Instead, it’s WOPR. The computer is still 
more like Command & Conquer. playing the game! 


Players 1-2 Developer 


5 Dar us Availability Now Publisher 
‘ No 


Analog Controller Genre 


Re Fire Capture Ball hooters were such a big genre back in the Yes, they’re giant, ma eT Ne a 
Fi days of the Sega Genesis. But once the 32- _—srobot fish. Now get [i lisa 
@ = Bit systems started bringing us 3D adven- over it! Just get in 
= Rapid Fire tures, it seemed the genre would never be there and shoot 
m& Not used popular again. Now, thanks to games such as ‘em all down. 
Einhander, Thunder Force V and G. Darius, it looks like a : fit 
Not used — shooters may reign the robotic fish. hie anuce batt eSiie 
eo a. ) ; _— is apprancning Fat 
Not used AP ACCME § ONCE again. The catch with hier ee 2 ROAGHING FAST / 
= =6InG. Darius, one or  G. Darius is that anenemmemneemeans 
Not used 
two players take their = you can launch 
Not used heavily armed ship on _a capture ball at an enemy ship which will grab it 


a crusade against an and turn it into a Gradius-style option. From that 

army of giant, robotic — point, you can fire your Alpha Beam, an incredibly 
Remember to be a bit stingy with fish. Strange, yes, but = powerful weapon. 

your capture balls. You only get a | m it wouldn't be a Are shooters here to stay? Hopefully, we will continue 
limited number of them. Darius game without ___to see the rebirth of this once-strong genre. 


You Gotta Have Balls 


Wel asi 


xe Special 


Intimidate 
Not used 
Intimidate 
Not used 


It's Alive! 


The full version of Dragon Seeds 
will use memory card save games 
to create a unique monster for 
you to fight with. 


Colony Wars 


Players 


Availability 
Analog Controller No 


etween Tamagotchis, Digimons and 
Tecmo’s PlayStation game Monster 
Rancher, the whole virtual pet thing has 
really made its mark on popular culture. 
That effect is being seen once again in 
Jaleco’s new game, Dragon Seeds. 

In the game, you raise a baby dragon and train it to 
be the best possible fighter. Fighting is handled 
by inputting two commands for your dragon to 
follow. Of course, your opponent does the same, 
so the game is sort of a Rock, Paper, Scissors 
thing. You must anticipate what your foe will do 
so you can counter with the proper move. You 
can even fight against another person. 

This demo begins with a fight between your 
tiny little dragon and a big, nasty one. Don’t 


Players 


: Vengeance 


Availability 


Analog Controller 


PlayStation 


Jaleco 
Jaleco 
Simulation 


1-2 Developer 
Now Publisher 
Genre 


expect to win, but it gives you an idea of what you 
will be up against. From there, you can pick a new 
monster that you'd like 
to raise. There are a 
few different species 
to choose from. 

Good luck! 


Some of the battle scenes 
show off wild special 
effects when the monsters 
perform special moves. 


Psygnosis 
Psygnosis 
Action 


Developer 
Publisher 


Genre 


Fire Guns 

Aim/Fire Secondary 
Cycle Through Guns 
Cycle Through Secondary 
Thrust Backward 

Roll Left 

Thrust Forward 


Roll Right 


se ee | in 
rc} tab Nm ed 


Just So You Know ... 
Apparently, there’s only going to 
be a few land-based missions in 
the final version of Vengeance, so 
enjoy ’em while you can. 


Future Cop L.A.P.D. 


light sims are a rare breed on the more 

action-oriented console systems. Still, 

Psygnosis’ recent game Colony Wars was 

SO good that it put most PC flight sims to 
shame. Now, we're already getting a 
sequel, and it’s looking great. 

Like the original, Colony 
Wars: Vengeance is a mission- 
based sim set in outer space. 
It also sports some of the 
best graphics ever seen on 
the PlayStation. 

New to the sequel are 


Man, is this game ever 
pretty. You can always 
count on Psygnosis to dish 
out a nice-lookin’ game. 


Players 


Availability 


Analog Controller 


land-based missions. Now you can lay waste to enemy 
ships over a planet's surface. Check out this new fea- 
ture by selecting Mission 2 on this demo. Right now, 
the land-based missions move much slower than the 
space missions, but hopefully, that will be fixed by 
the game’s release. 

In addition to the new ground 
levels, Vengeance sports a new 
weapons tracking system as well 
as indicators that track potential 
targets as well as the strength of 
enemy shields. There are also 
seven more weapons than were 
in the first game. 

If you're jealous of your PC- 
owning friends and their flight 
sims, give Vengeance a go. 


Developer Electronic Arts 
Publisher Electronic Arts 
Genre Action 


ae Fire Heavy 
@ Fire Special 
‘a Fire Gun 
A) Jump 


Action 
Jink Left 
Change Target 


Jink Right 


Quick on the Trigger 
Keep your finger on that Change 
Target button to attack the most 
dangerous threat at the moment. 


pparently, the future is going to be a pretty 
tough place. Crime has gotten so bad that 
the L.A.P.D. now has a special force of 
cops who pilot heavily armed vehicles that 
can transform from a hovering tank into a 
Battletech-ish mech. 
The game plays much like Electronic Arts’ popular 
Strike series with 
just a dash of that 
old Battletech game 
for the Sega 
Genesis. Why EA 
didn't just make 
this part of the 
Strike line is 
anyone's guess. 
Perhaps the 


Hey! It’s just like that 
old C.0.P.S. cartoon. 
You’re fighting crime 
in a future time. 
Well, it’s sorta like it. 


coolest feature 
of the game is 
the two-player 
Cooperative Mode. 
Here, you and a buddy can try to clean up the streets 
together with a split-screen view. After you tire of help- 
ing each other out, you can try to waste each other in 
the Battle Mode. Deathmatch, anyone? 

There's plenty of action to be found in this demo, just 
don't go in with guns blazing, or you'll be dead. You 
have to think a bit in order to succeed. 


Demo Disc 


If a picture is worth a thousand words, a playable demo is worth a million 


Naughty Dog 


Crash Bandicoot: WARPED SCEA 


Action 


rash Bandicoot started out innocently make this game stand out from the rest. There’s now 
enough. Just another running, jumping underwater, flying 
mascot in a video game. Who would (in a biplane) and 
have expected him to become so popular  Jetski-style levels. 
so quickly? Looks like this 
Crash returns to the PlayStation for a third adven- bandicoot can learn fama 
ture with the new game, Crash Bandicoot: WARPED. some new tricks. 


In addition to Crash, you'll also be able to 
play some levels as his spunky sister, Coco. 
Crash has gained some new techniques to 


Oddworld In. 
GT Interactive 
Strategy 
he original Oddworld game, Abe’s However, the game’s star, the loveable Abe proved so 
Oddysee was meant to be the first in a popular that he’s now in a new game outside of the 
series of five original planned five. 


games set in 
the Oddworld 

universe, each one focusing 
on a different character. 


Abe’s Exoddus continues the saga of 
Abe, and this demo shows the intro of the 
game, which picks up right at the ending 
of Abe's Oddysee. 

Abe's Exoddus will play much like the first 


game, but with many more options to make 
the gameplay deeper and more involved. 


Square Soft 
Square EA LLC 
RPG 


quare is one company that knows what 
they’re doing. They've been branching 
out from their standard RPG fare into 
new territory. 

Their latest game, Brave Fencer Musashi 
is a strange hybrid of RPGs and platform games. As 
you can see from the video, it looks like it’s shaping 
up quite nicely. There are some crazy action while other times, it’s 
sequences against a plethora of enemies and wild free-roaming, actually 
Boss characters. bearing some resemblance to Zelda 64. Like most 

Much of the action is played from a Pandemonium- Square games, it should be a ton of fun. 


type perspective, 


f you're a kid (or a kid at heart), then you _ styles, from 3D adventure to a whimsical game of 


know the Rugrats. It's only one of the miniature golf. 
most popular kid’s shows on cable TV. Now that we got 
It seems only logical for such a popular the Rugrats done, 
show to be translated into a video game. can Blue’s Clues 
The only question is why it took so long. and Teletubbies 
This demo is actually the opening sequence from be far behind? 


the show rendered completely in polygons. 
While it shows no gameplay footage, it gives 
you a good idea as to what the game will look 
like. Expect a number of different gameplay 


PlayStation 


Dreamworks 
Activision 
Adventure 


ure, the premise is a little strange. You're 

T’ai, a kung fu-kickin’ tiger who must 

defeat a legion of evil animals and their 

leader, the nefarious Dragon Master. It 
| almost sounds like a cross between Eidos’ 
| Ninja and that old fighting game Brutal. 

Still, despite its strange plot, the game is looking 
quite nice. It takes place in a 3D world consisting 
of 20 levels. As you progress through the lev- 
els, you'll come upon many different species 
of enemies to fight. 

The cool part is that each of the different 
kinds of animals are also masters of their own 


type of martial art. Once they are defeated, you will 
learn new moves based on their techniques. By the 
end of the game, you can expect to have upward of 
100 new moves at your disposal. 

With its fast 
action and tons of 
moves, T‘ai Fu 
should be grrrreat! 


SME 
Activision 
Adventure 


for some time in the form of Tenchu. 

In the game, you can play as one of two ninjas who 
partake in various missions which mostly involve the 
fun family activity of assassination. As you can 
see in this video, there’s plenty of sneaking 
around and moving in for the kill, but some- 
time the action gets a bit hairy. If you happen 
to be noticed, get ready for a fight filled with 
buckets of spilled blood. 

As an extra bonus, Activision is improving 
the game from the original Japanese version. 
Expect more blood, smarter bad guys and 
even two more levels. Bonus! 


etal Gear Solid may be getting all the 
hype for being a stealthy action game, 
but you mustn't forget that Tenchu came 
first. Yep, all 
that sneaking- 
around-corners-ana-killing- 
guys-without-them-seeing- 
you Jazz existed in Japan 


Berkley Sys. 
Berkley Sys. 
Strategy 


7 ame show-type games have been a rarity 
on the PlayStation. It’s too bad, really. 

With multiple players, they can be a ton 
Rea ea of fun. Berkley Systems is looking to fill in 


Baby hes » medieval trombeonn | this void with a translation of their hit PC 


African Nation or 
Star Wars” Character? 
if Sir Mix-a-Lot released a new song 

called “Baby Got “‘Sackbut,”’ what 


would he be saying? 


{<3} Gaby has « colow @inerde 


WN pO SEB nb game, You Don’t Know Jack. 


For those of you unfamiliar with the Jack games, 
they are a series of trivia games that are low on glitz 
and graphics, but high on fun and humor. 

Unlike more serious quiz games, having a library of 
old TV themes stuck in your head will help you as 
much as a vast knowledge of world history. 


The best part of 
the game is the 
host, who's just as 
much a sarcastic jerk as David Spade on one of his 
smarmier days. If you can handle a game that insults 
you when you lose, give Jack a try. 


ee i re 


DEMO DISC 
PRODUCERS 

Jon Manahan 

Gary Barth 

Perry Rodgers 

PRODUCT MANAGER 
Shelley Ashitomi 

EXEC PRODUCER 
Andrew House 

AUDIO 

Buzz Burrowes 

MUSIC COMPOSITION 
Nathan Brenholdt 

TEST MANAGER 

Mark Pentek 

LEAD TESTERS 

Ben Briones 

Kenneth Chan 

Charles DeLay 


PROGRAMMING AND 


INTERFACE ARTWORK BY 
LIFELIKE PRODUCTIONS, 
INC. 


LEAD PROGRAMMER 
Avery Lodato 
3D ARTIST 


Sonia Ivonett 
PRESIDENT 

Katherine Williams 
TECHNICAL DIRECTOR 
Tim Edwards 

CD INTRODUCTION BY 
CINEMA DIGITAL 
IMAGING, INC. 
PRESIDENT 

Dave Fisher 


ANIMATOR 

Kurt Rauer 

CG MODELLERS 
Chris Burnbaum 
Matt Eskew 
EDITOR 

Ryan Ramirez 
SPECIAL THANKS 
Karen Borowick 
David Greenspan 
Kerry Hopkins 
Ninalei Morrison 
Michelle Postrado 
Riley R. Russell 


OPM Demo Disc is 
published monthly 
by Sony Computer 
Entertainment America 


Inc., 919 E. Hillsdale Drive, 
Foster City, CA 94404. All 
titles shown herein are 
trademarks of and copy- 
rights of their respective 
publishers and/or their 
licensors. 

See individual screens 

for details. @1998 Sony 
Computer 

Entertainment 

America Inc. 

Please submit all 
related demo disc 
inquiries to: OPM Demo 
Disc, Inquiries, 919 E. 
Hillsdale Drive, Foster 
City, CA 94404 


Next Month 


A look ahead at our next issue 


December 1998 EGM rings in the holidays with an in-depth cover 
story on “the forever-in-the-making” Zelda 64. 
Will this game be the smash-hit Nintendo hopes it 
will be? 
Also, our Review Crew 
puts Metal Gear Solid to 
the test. You've seen what 
OPM thinks about it, now 
find out how the EGM 
review crew really feels 
On sale Nov. 17 about the most antici- 
pated game of the year. 
You may be surprised! 
Zombies on the big 
. . . screen? EGM gets inside 
Now that OPM has previewed almost all of the big holiday raat Maaliave Mo) MY 7a) (1p Aol ie-teicelmCl-olge|-M olan -1geM CoM ilale Mole]. 
games (and even some of the small ones) coming out this how “true to the game” he intends Resident Evil: the 
year, the first OPM of the post-Metal Gear Solid era will put Movie to be. Will the feature film actually be carrying 
most of them to the test. December promises to be ridicu- an “R” rating or will the gore be replaced with “less 
lously loaded with reviews that include critiques of the offensive” content? Find out Romero's thoughts on the 
long-awaited Tomb Raider III and Crash Bandicoot: game and its legacy. 
WARPED (not to mention a playable demo to let you make 
your own judgement). Also look for reviews of notable On sale Nov. 10 
games that include Apocalypse, Rally Cross 2, NHL 99, Wild Zelda fans can 
9, Formula 1 ‘98, DarkStalkers 3 and Abe’s Exoddus. finally breath a 
Although we have tons of reviews, we still have to pre- sigh of relief. 
views games, ya know? It’s our job, or something. Filling The title that 
out those lovely pages will be hands-on test drives of launched a revo- 
Twisted Metal 3, FIFA 99 (oh yes, another soccer game lution is finally 
from EA), NBA Shoot Out ‘99, NBA Live 99 (NBA strike per- near completion. 
mitting) Superman (Kryptonite permitting), Roadster, Find out what 
NCAA GameBreaker ‘99 and finally—Tiger Woods 99 (let's EGM has to say 
see if that high-priced license was worth the money). about it. 
Suffice to say, it looks like there’s a lot of new sports games 
on the way (is there ever not?) 
But, we can tell you one thing that’s certainly worth the 
money, and that’s our Crash Bandicoot: WARPED strategy 
e. As always, we'll show you all of the secrets and 
strategies need to guide Crash through 
the game in perfect form. 


guid 


playables 
e A Bug's Life « Crash 3: WARPED 
e Invasion From Beyond 

¢ Tomb Raider III 


¢ Bomberman World 
Plus Playable Demos Of: 
Gran Turismo and Metal Gear Solid! 


3 bitin 2 and five bonus video previews 
_ ee A e Running Wild « Silent Hill ¢ Big Air 
os ¢ Kagero: Deception II ¢ Knockout Kings 


Gamers will definitely not want to miss the 
next Expert Gamer! It'll contain a first-look 
miniguide on both Turok 2 and Zelda 64 which 
will blow gamers away. As well, Buck Bumble 
may appear to be a cutesy game, but trying to 
complete the missions while defeating mutant 
insects is A LOT harder than it looks. That's 


TaN grad CM al-\-er- Me anl-te(-W7-] Uta daluelele|amr-lale) 
fo l-he-1] (Te Mant-] ok mcoMal-1 ool mole] aaa (UL 
: we'll touch up on a few more tips for 
Wits: Hecsmber tecuk a a a Metal Gear Solid and compare the 
will be filled with ie ns U.S. version to the Japanese one. 
guides on the hottest ; 4 


Nintendo 64 games. MB ey : a. On sale Nov. 24 


Oncy EIDO 
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World Tour mode- Blow away your coiibatition'a in any of 6 dierent das ra. open 
hidden tracks and buy new vehicles and/or upgrades. : 


churn | up sand and surf- or bash, crash and smash your opponents into boulders, trees, 


eae pny Ford Prana Jeep eo Ford F-150™ Chenowth (FAV), 
~ Jeep, Grand Cherokee, Dodge® T-Rex and more... 


Also available on PC 


_— we a aw 
- . i ener OE es E a 7 
Af meee =...” A 


EVERYONE 


There are no rules in the backcountry Fun, fun, fun in the mud, mud, mud! = § — Win the World Tour and upgrade your vehicle Catch soriehs air, off insane jumps 


CONTENT RATED BY 
ESRB 


G Ravi 


\Cco Om \ i.) 
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12 gnarly tracks in 6 real world locations- Go muddoggin’, spray rooster tails, blow snow, 
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PlayStation 


Test Drive Off-Road is a registered trademark of Accolade, Inc. ©1998 Accolade, Inc. All rights reserved. All other trademarks are of their respective companies and are used under license by Accolade, 
Inc. PlayStation® and PlayStation logos are registered trademarks of Sony Computer Entertainment, Inc. Hummer® and the vehicle’s grille design are the registered trademarks of AM General Corp. 


